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The Devil May Cry series has pushed the boundaries of challengé and mayhem in games to unprecedented new levels. Dante is a half-human, 
half-demon with all the powers of the latter who takes on the demonic legions of Hell. And legion they are, for every room fills and refills with 


wave after wave of foe n of the Devil May Cry 





. Under this premi: can start feeling overwhelmed in no time. The a 





e, even an expert game play 








3: Dante's Awakening Official Strategy Guide is to examine’the game thoroughly and fully explain how to master control of Dante against 





constant threat. 


‘This guidebook has been constructed as a reference-in-whole volume, mean 





¢ that all the chapters are meant to work in unison. Study of chapters 





s and Devil’s Arms and Ac 





such as Game Play Flow. Styl ions prior to playing the game should help you familiarize yourself with Dante's 





moves and actions well enough that you should be pulling off “Sweet!” and even “Stylish!” level attack combos in no time. 





While playing through the game, or during your second play through, refer to the Walkthrough chapter, The synopsis is divided up according to 
missions, the same as in the game. Each mission section contains maps that point out the locations of key itéms that unlock doors, Red Orbs that 


iF 


m. If you move to a location on the mapiand cannot find the 


are used to purchase upgrades and items, and hidden orbs and items that help out as well. Sometimes orbs are located up high near the cei 





-to-reach surface in order to find the 





or you might have to jump and land on a ha 


item, refer to the text to understand where the item is located. 





Many times throughout the game, all exits of a room become sealed off and enemies appear. The enemies must be defeated to unseal the exits. 


Most 





mies in the game are not hard to kill, and can be thought of as charnel fodder 





spon which you can try to link together complex and varied 


combo attacks. Some enemies are trickier than others are, and the Bestiary chapter contains warnings regarding their special attacks. Whenever a 








+s the start of a battle 





boss life gauge appears at the bottom of the screen, this indic 





a gainst an extra powerful, unique demon, Tactics for surviving 








and defeating these special foes are described in detail in the Walkthrough. 


Finally, the chapter entitled The Devil's Secrets is/a quick list of bonus costumes, extra modes and gallery content that unlocks upon the 
. like 


al treat. and shows what 


completion of the game’s various difficulty modes. Getting a Perfect $ ranking in every mission isn’t required to unlock DVD-type goodi 








bonus videos, trailers, and secret costumes. but being able to show friends the Normal Mode Perfect S Clear en is ar 





2 masterful game player you 








With these tenets of the guidebook sét forth anditinderstood throughout all the chapters, please enjoy Devil May Cry 3: Dante's Awakening and 


use this issue to find every hidden feature possible! 
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BESTIARY 


his Chapter covers all the enemies that appear frequently in the game. Stronger 


adversaries that appear only once are considered boss monsters, and are 





CoVered in the Mission walkthroughs. This section contains a few tips and notes 


concerning monsters that might be tricky to kill. 
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A. Netherworld jailer who governs souls sent to Hell for the sin of Greed, He 


is another sand-based Hellkeepet. He use his beloved coffin to cal] upon his 


disciples for help, 
Whenever Greeds appear in a room, prioritize them above other enemies and 


in the ground and rele, 


defeat them first. Greeds slam their coffins ‘AS€ Spirits that 


begin to float around the room. Ir these spirits are allowed time they will dive into the 


Sround yas Pride, Gluttony ot Lust. If you 


and spring 25, SU 
nd spring up as additional enemies. SY 


; can attack and a chance to transform, the 


defeat a Greed before the spirits have 


Bhosts disappear along with their master. Greeds themselves attack by syingtig 


swat Dante away 
their coffin back and forth to try 10 Sv at Dante away like a 





also take damage if he is too close 


bothersome fly. Dante might 





the coffin into the ground to release spirits, 


when a Greed slams 


NTRODUCTION, 


* 


BIOGRAPHIES 


ry 7 , ‘ DEVIL SARS 


@ ACTIONS) 









A Netherworld jailor who governs souls sent to Hell forthe sin of Gluttony: 
TD iewisearr ne Hellkeepers. He fires a high powered sand 


‘nist, damaging his foe 


Chat 
NY differs from Pride in 


heigh 
‘wht and coloration, A Gluttony 


18 taller 
erand has a slight Yellow gh 
SOW about 


it, When Gluttony | le 
€8INS to inhale sand, ; 
and, jump 


awa rol fr fit 
way from the front of it op strike it y 
© it t0 Prevent j 
It 


Sandblasy allack, 





CH 


| 
GME DEVIL'S 
SECRETS 














‘Netherworld jailer who governs souls sent to Hell for the pride of Lust, 
# Netherworld jailer who g 


A sand-based j 
Who le 


jailor 
‘ads confuse d 


deadly sickle, 
sheep to Hell with his amazing speed and deadly sj 


e to slide 
Lust are th Most devastating of all the Hells, able to sli 





across long distances 


and strike 
1 an instant, Wheney 





er Lusts are present, target and defo, 


‘al them, 
before all oth 


Knook them of 
they 





88 Soon as possible, 


Sttong attacks to 






"er foes. When multiple Li 
if 


ists are present, perform 





OF their feet, Try to eliminate one, knock the other 





back to the ground, 






pattern until all Lusts are de! 






feated. As long as 





down on the 





Stound, they cannot ambush D, 


ante With thei, high. 
Speed allacks, 































BESTIANNG 


DEVILS ARTS. 
eyicTiOns 





e wor Ss his 
times of war. 
level of the Netherworld. During 
the deepest level « 





hig 


od sickle has 
: Gitvadiianactemate te 
h ranking demon knows only victory. His m 





nded many a hero's life 


eit 
- 7 Hell: Last in regards to thei 
MYSs are much like the 7 Hell: Lust in reg: 


ishing speed snd sudden attacks. They appear mostly 


B the Netherworlg, Which is the last stage of the game. 

bys strength and stamina are much greater that Lust. 

Aby ound, only to spring up 
- , 

elsewhere and fire a projectile from its sickle toward Dante 


“enstantly attac king 


and moving jg the key ty Victory 


se EATEN 
f 7 LOU ie 
| i 
“hen shting multiple Abyas } iF y | 
y é 
a 


RUALKTHROUGH 
} 


' : THE DEVIL'S 
«a F tt SECRETS 


The god of death who manages dead souls. Even inhabitants of the 


Netherworld fe: 
A de: 


ar him for his wicked nature and fighting prowess, 
adly sand-based demon 


\ Hell Vanguard first appears as a boss enemy during Mission 2, but later becomes a fre quently appearing 
'S highly 


foe. The Hell Van, 


Melensive from th front, However, clanging swords with 


4 Vanguard raises the combo level each time. After 
clanging swords witha V 


‘anguard, leap over its head and attack from be 
and 


chind. Always 


Uy to get behind a V 
isappears. When a Vanguard disappe 


Mack continuously until it dies or d 


rippling 


fanguard, 
fo 


‘ars suddenly. look 


'8 Pools of temporal distortion on the ground or in the air, and move 


away from them. The 
Vanguard sude 


Henly Springs cdot the epace vit, streaming toward Dante and spinning its 
imme, 
PMeNse seytte, Side Roll oPjump out of the way, and resume 


Macking vhen it 


Teappears standing on the ground 










IDTRODUCTION 


DENTISTS 
ACTIONS, 



















NJ 
_— 4 , 
» he’ , A / 
f 
: e f one stattle, Given |i 
ate Basically’ ron Yen lie vi some unusual high $ : 
- . 


= ‘on. This six-léagedide mn targets fj S from af 
yc 
eS from afi 


With his magical bow. \ 





Eni 
*nigmas are fai \ 
fairly weak enemies, yet they perch on the 


IE Su 
KEY JMTE(DS, 





“and starting slidine 
avoid 8 sliding away from Dante 10 


dama, 
mage. Whienievan a 
Yer Enigmas are present, try to move close 10 8S 


STYLES, 





and take 
ake them o 
Out before Fy 
°re dealing with other foes, so that a shower of Enig™ 


blade 
#8 does nor 5 
nOL inte, 
“ermupt Dante's eal against other enemies. 





(CANE, BUA ae 
SELOW 





ba’ 
oe 


WALKTHROUGH 





} 
{ h se DEVIL'S 
} : oa oe SECRETS 

























Je its way the Human Id 
fe its 

at mar 

eal 

A giant cr 


sly strikes down fos wih 
fabric. Relentlessly 
e-space fi 
rift in the tim 


high vol attack, 





8 8 rt ortion 
JZ boss during the early p 

4s asa 

° appear 

The Gigapede ay 

JZ 


egies regarding 
Details and strategies regi 

» game. De 

of the ge 


Re we, 


pulated in the 
boss Gigapede are stipulat 

h the boss 

dealing wit 





pear other 
edes apy 
pec 





on G 
apter 
Walkthrough chaj 

5 a. 


ig Dante 
swiftly chasing 

han’s intestines. swi 

i eviathan’s 

times inside Levial 


down intemal Passages ang threatening £0 gobble him 
The best tact is to outrun Gigapedes in ‘eviatbS0s interes Once 
"P- The best tactie ig 

YOU Teach the end of the passage, and the Cigapede i, Ste 
membrane 


K behing 
Attack 


*MouNh ee 


OU can 


teddy until it dies to 


Obtirin a latge Red Orb, 


ID TRODUCTION 


BES 






DEVILS ZARIDS 
emcnions 















is wretched beast. Multiplies 
jnanted stone gave birth to this wretched bea: 1. Multip 
ically ened 
i ith magic’ 
vod mixed wil a 








-hanism is weak to modern-day weapons. 
s, Its defense mechanism i 
attacks. Its d 





whenever hit by elise rang , 


fa Devil's Arm si 





1 Blood-goyle, it splits into two 


ique enemies. Therefore, lock-on to Blood-goyles and 


“oot them repeatedly until they turn to stone and 


rop to the ground, Attack them swifily with Devil's Arm* 


before they revert back to liquid form. Continue 


attacking their stone form until they break into little 


bits, Repeat this strategy for each Blood-goyle, while 


avoiding their spinning 


and swooping attacks, ate 
CADE Fup 
HELOU 
wey 
2s 
WALKTHROUGH 
| er : ’ 


HE DEVIL'S 


3 fn : : } ” ; a SECRETS 
— . 


Once 
@ the soul hen it reached the outer crust of the 


of a human female, the soul transformed wh 


Nether, 
Worle 
HId. An Arachne uses her tightly spun spider webbing to ensnare her victims, 


Arachne: 4 
achnes come in two and an even larger green-headed type 


forms, a large white headed version 


that 
@PPear 
aS More rare 
arely, Just to set the record straight, groups of Arachnes are extremely difficult 


lo fj, 
ight, ¢ 
Ven fo, 
"or Devil May Gry ee 


to position Dante behind them and attack with Devil's 


iis m9 
S. This j 
S is diffic, ‘ 
ifficult to manage, since Arachnes can hop and turn 180 degrees to face Dante in an 


tastant, 
| A trickie, , 
Kier tactic to learn is to jump just over an Arachne’s head, then perform an aerial combo. 


Bi 
tit Swordinaster Style nfust be active to accomplish this. Arachnes try to surround Dante and bat him 


eater attesih ty reenfol naridibles: They alia extend theirtail action forward and ite 


hich they attempt to capture and hold Dante in place so that they or another 
5th which the 
webbing, 


bpreak from this hold ig to Devil T 


y <n. The only way t 

> can attack him The only 

Avachne 1 be along one, so just hang high and stick in there, 
achnes will be a 10 . ' 

Avachnes WH 

Je with 

Any batt 

















J} makes it virtually impervious to f 
0 frontal 





ne shel 
allack, j 
. its only 


eamedaysk of Knight's suit of ssm0F {ts adamant 


phe poss 


hindquarters 
ouncing up and dow 
up a n hopin 
ng they 
ir 


pot being its 
stead they move across TOON: 


weak 
Ithans do not go after Dante directly: | 
off guard. Move behind Dullahans, jump up 

and strike 

ea 


Dul 
atch Dante 


ance might € 


spinning shield or exten 
Dullahan from b st 
behind. Becat 
se attacking the 
does n 
n 









cause them to stage 
tagger or falter in their movement patterns 


you only gel : 
y get to attack one hit per leap. When the 
need arises , 
reed arises to defeat Dullahans 8° that you ™Y 
roe arte i m 
proceed, continue jumping UP and attacking when 


from behind until all are gone Otherwise“ so 








SPirituay Femnants of the 





of murdered demons have pooled to, 
This ere, 


Bether 16 or, 





Me this bes 
, ing upon its soul, 
‘ature paralyzeg ils prey before feasting up 





Sou! Eaters spend mos 
or 





prm that cannot be 
gaseous form 
of the batile ina 





argeted 
vhen Dante ising 
destroyed, ™aterializing only to attack when Dan 






ange. Ma Soup 
E 


Aer gr 





‘abs Dante. 
aK free, 





b 





reins draining: his 
lifts him into the air and begin: B 





To defeat Soul F, 





tigger ty 


Hie. Devi 


alers, move toward the 





ous cloud 





and touch ity 
CTeature Mater; 





Until the. 
alizes, Quickly t 


Mfter just y few hits, 
the Soup E 


‘get and shoot it with the Spiral, 
( 
“should Xplode in 






a shower of goo. 





















s. Her 
iving its victims. 
deceiving, 

for lying and 

grace for ly 

from gre 

ho fell 

‘demon w 





be. is her 
on belly i 
fer open 
ible shield. I 
form an invincible shi 
iful wings close to form a 
Sautiful wings ¢ 


YY Weakness, 


tle pars. 
ir holy spea 
ny i rir he 
th the 
ing at Dante wi 
; 1 a room, lashing at D: 
wallet Aon around a ’ 


pefore the 
eap away be 

ts spear into the ground, le iP 

@s Fallen throws its spe 


on explodes or p, 


1 
) and 
fers he e, Jump uy 

fers heavy damage. Ju 

ante suffers heavy 





eit 
eaken tl 
Fallen even when their WINES are Closed, tty to weal 

‘al len ey 

fense, When a Fallen’s open belly ig 


‘Posed, try te leap into the 


combo, This is difficult sinee 
7" ) 
‘allen ae alway facing Dante. bur there are Moments When 
Fei) re é 
allen Onin Some kind of Mer power that they 









‘The pieces themselves move of their own 
ass pieces. 

crafted chess P 

Netherworld-cral 


i ° to win battles with shee, 
rength, is able to win S with sheer 
Ithough weak in strengl 

Tl hougl 
accord. The pawn, al 


numbers, 


to life only when Dante 


P 


‘awn, soming 
ft , ooms, ¢ 
-awns often appear as statues in re 


your hardest attacks until jtg twill 
Damned Pawn with y 
ike a Dam 
aches closely. Strike a 
approaches close 


p behind the Pawn and 
strike. Jump behine 

Ss 1, indicating that it is about to st 

Swords turn red, indicating tha 


apart. 
i reaks ap 
Continue altacking it from the rear until it b 












Netherworldraftg chess pieces. The pieces themselves move of their 


"accord. ‘The knight has great mobilit 


and jumping ability, which it 





es 10 trample enemies 


“ned Knights attacl 


k by 
by lifting off and slamming into 


&tounc ‘ 
und. When a Knight’s eye turns red and 
te : and its neck 
tends to 
MUS l0 Strike Dante With its homed nose 
Attack Damned Knig! 


ht from bel Is 
. ™ behind with the Most powerful blow 
sible. Knights g ied 
SS SeeM Lo he We, 
hei head Weak at the head, so jump toward 
lead g el 
40d Detform aerial 
aerial com| 


os to take them out more quickly. 





























5 s 8 selves e tir own accord. The 
’s. The pieces themselves move of their oy 1 
Netherwork trafted chess piece 


bishop USes its fearsome ma; 





ic 
izic power in the form of a magi 





arTOW to snipe foes, 
circle the statue, Dante might 
Bishops begin '0 evoke spells when four fiery orbs begin to ciel the statue 
"the damage i he approaches 100 close even during the invoes 
ANAC rg 


ation period, 4 E 
Jumping 


Bishop's 
bolt of fame toward D: 
Ut Of the 


Climinarg 


tu aly aed by ming 
ante, bi 

“as. Strike Bishops between spell castings to destry tear Ty 
Bishops first, 


Ven if Knights interfere 






saad s ieces themselves move of their 
ern jieces themselves move of t 

hess pieces. The pieces them 

fred chess pi 

Netherworld 








wn 





accord. 1 





i ck power, can 
‘ook, in addition to having high attack pov 


Produce other chess pieces, 


Mo F ; chess piece demons. 
"Oks are somewhat like the Greeds of the chess 


Hey should be eliminated first 


appear in the 
above all others when they appear in 


mom, 


ks leap 
ring. Rook 
0 reduce the {otal number of chess pieces appearing. 


M1 Position to position. White D, 


ante might take damage if he is 
0 close When @ Rook lands, the Rook 


‘oes not target Dante with this 
attack, In its pattern of movement, the 


its four 
Rook moves, spreads its f 


fewers open, then fires 


laser beams in four directions. Strike the 


Rook between its laser 


attacks with your most Powerfull blows. 





Wo 


= 


Sy 


ie 





BIOCR AP 











X= 


Ls 


Pi 


Se 
<r sy 


a 



























Netherwor Id-er 
She 


rafted chess 





Pieces. The pieces themselves move of their own accord. The queen has 


both great mobility 
is regarded as 


and power. 
the strongest piece. 











q 
he Pamned Queen appears only in the 


Netherworld, on the demon chesshoard, She attacks by shooting 
Across 
1088 the board, striking D 


Ante ifhe gets in the way. A purple 





"Tine appears when the queen is about to 
Werove, Siving a Small warning of imminent attack. Although the Damned King is the main target on 
pete hessboard, the Queen is 


best attacked from behind, bei 








tween her moves, 





















feces. THE pieces thenleclves move of their 
chess pieces. 

ted che 

Jd-cral 

orwor 

Nether 


controls all other pieces, Defeat 
he king, and rightly so. 
The king, « 
own accord. 
‘ill fall. 
Fim and the others will fa 
The Danned King appears only in the 


he 
Netherworld, on th 








demon chessboard, Once he he, 


818 to move around the 





“Nel revert to aa invulnerabie stay The 
King can be struc ce before a Rook instantaneously switehes 
il 


“CS With the King, 


whe 
ickly, follow " 
To end the chess game miore quickly, 

King 





elimes 
« somell 

‘The King 8 

‘ sible, The 

“round the board and strike it Whenever possib) 

TeVeals 





4 glow ing 










Avoid 
. attack. / 
ted orb, then emits a devastating area a 

‘ Mhis attack and Continue 






efforts. 
? best ef 
Striking the King, if spite of the Rooks 








DEVIL'S ARMS AND ACTIONS | 


Firearms may be cool to play with, but to bring down the forces of Hell one must employ the powers of the Devils. The Devil's Arms 










are melee weapons that Dante ean use to evoke demonic magic and destroy the demon hordes. The Devil’s Arms inflict much greater 


damage to enemies than guns. 


With the exception of Dante’s default weapon, Rebellion, all Devil’s Arms are obtained by defeating boss enemies during the course 


ofthe game. Up to two Devil’s Arms can be equipped during a mission. Press ® to switch Devil’s Arms instantly, even while leaping 





mid-air 


Collect Red Orbs dropped by defeated enemies and use them to purchase new actions for Devil’s Arms, thus enabling new moves for 


combo attacks. 





NES AON 
Rehelliomis Dunte S default Devil’s Arm in the game, a keepsake sword given to him by his father, Sparda. Although Rebellion 
is a magilt, blade its true power has not yet fully awakened, During the course of the story, this sword changes to become more: 
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ses so quickly that it seems like a million 
swords emanate from his hand. This move 
an also be performed by tapping ® during 


«Stinger attack. 


Hold @, move the 
Left. Analog Stick 





toward the targeted enemy 


and press ®. Dante lunges across. greater 


distances and impales an enemy with greater 


force than the lower level Stinger action, 


(0,000 


uy 


At medium range from a foe, hold @ to charge 
Rebellion, then release the button to send an. 
air blade across the ground toward the foe 


Dante is fac’ 






















Hold @, move the Left Analog stick away 
®. Dante 


bashes an enemy into the sky. At this point, § 





from the targeted enemy and press 


press @ rapidly to keep an enemy suspended 
while pumping them full of lead. Also, try 


holding ® at the end of the move to make 





Dante rise into the air alongside his enemy. ¥ 
From there, you can slash up the enemy in 
mid-air or bash them to the ground with w 
Helm Breaker. 





Press @ after jumping, Dante us 


power to create a circular platform under his 


feet, from which he leaps higher into the air. 
mn 








The three headed hellhound that guards the entrance of Temen-ni-gru becomes a three-bar nunchuck set that 





Dante whips around with great speed. Cerberus inflicts iee damage, and certain attacks are capable of freezing 
enemies in place. However, it has a more limited attack range than Rebellion, and its combination attacks take 


alittle more button skill to trigger. 


CERBERUS: SHOD LIST (UNT/1 0 =O 
ag _teowerteete | nD 


CE tabi S COMBOT 



























Press ® twice, 


again. Dante advances forward, knockipgfall 


(Press @ five timés fBlperform a compo that pause, then press it twigee 
Strikes enemies in front of Dante and directly 
Then heietrikels 


. béhind him as he advances forward across surrounding enemies away. 


the floor. the target foe with « devastating! Windia 
‘ attack, 
™ 


Reo 


| REVOLVER: 


Hold @, move the Left Analog Stick away 





from the targeted enemy and press ®, Dante 


leans forward and spins the nunchucks inside 
Hold ®, move the Left Analog Stick toward Ree ORO epee ees 





my’s bones. This is a great action for 


the targeted enemy and press ®, Dante 





ng off an enemy at the end of a combo. 


At medium range from a for, hold @ to charge 


lunges forward and spears the enemy, This 


move is a great way to approach enemies Rebellion, then release the button to send an 





air blade across the ground toward the foe 


swiftly and knock them off balance, so that 





Dante is facing, 


SATELLITE 


a 


other attacks may follow. 








Perform a Cerberus Combo II, then rapidly tap 
during the last move to continue. Dante spins 
the nunchucks all around his torso, damaging 


all enemies in a short range around him. 









































‘These twin swords stand as guardians to prevent the unworthy from passing onward to the Three Trial of 


Temen-ni-gru. One is a sword of fire, the other a blade of wind. When wielding them together, Dante 


becomes capable of some incredibly fast and deadly attacks. 


| tsce-teel2 | a 
‘aStea Lel3 
Uhirtwind 
fine 



































Press ® continuously five times to execute a 





full combination attack with Agni & Rudra. 





Dante slashes in circular patterns while 
propelling himself forward across the ground. 
His attacks strike enemies all around him. 
When locked-on to an enemy, Dante follows 


them as they stagger or moyes 





Press ®, pause, then press it again twic 





Dante performs a series of contentrated 
slashes and piercing thrusts against he 


enemy he is targeting. 








Jump into the air, then press . Dante swings 
both swords in an X-slash attack while mid- 
air. This move is effective forbashing airborne 


and jumping enemies out of the sky. 





Press @, pause, press @, pause, press @. 
Dante slashes. an enemy a few times, then 
ufileashes a rapid series of slices and tops it 


all off witha powerful kick. 











45 Hold @, moye the Left Analog Stick toward 
Wah enemy, and press ®. Dante sprints toward 


Wage the for and deliy 
ea 


ss two quick and powerful 





jops upon arrival. This is a great move 
> 8! 


“for attacking an enemy standing at medium 








Hold @, move the Left Analog Stick away 
from the direction Dante faces and press ®. 
Dante connects the sword hilts, spins and 
slashes upward through enemies, releasing 


flames and air blades. 














Hold @, move the Left Analog Stick toward 


an enemy, and press ®. Dante sprints toward) Hold @®, move the Left Analog Stick toward 


four times. Enemies 2" enemy, and press ®, Dante runs up to 





the foe and strikes t 


surrounding the target foe might also suffer the target foe, slashes them four times, then 


finishes with a devastating wind and fire X- 





slash attack. 





Press @ after jumping. Dante uses dark 


power to create a circular platform undeg hig 


Perform an then start 


tapping ® 


A&R Combo TIL, 


rapidly just before Dante performs 





feet, from which he leaps higher into thé air. 





the usual final kick of the combo. Dante 
finishes instead by slashing an opponent six 


thousand ways from Sunday. 





Nevan 














the vampiric demon goddess of the underworld, who lures the souls of men into her 
opera house of the damned with her haunting voice. When Dante defeats her, 
axe of devastating power, Although one of the most unconventional weap 


Nevan is an extremely effective demon slaying tool once a player becomes 


| ieron_—| ens K 
ever Shock 750 


Avert Shack: Level 2 

















a it: Level 2 
fi Rat 20,000 
% Uolume Up 20,000 








NEVAN COMBOT 











she becomes a guitar 







n videogame history, 





ustomed to its 























Press @ while standing still on the ground, 
Dante swings the guitar in a small! semi- 


circle, striking opponents for small amounts 





Of damage. This basic attack igffMe@ninitial 


jnove of many of Neyan’s comb attacks. 
x 


JAM SESSION) 





Perform Tune-up, then press ® again without 


fouching the Left Analog Stick. Dante 


releases a swarm of bats surrounded with 





electric demonic energy 





MOUNT RUR LUE 





NEVAN 








Perform ‘Tune-up, then move the Left Analog 
Stick to the left briefly and press @. Dante 


atedly, then releases 





strums the 





1 Tey 


several bat swarms at a foe. 




















Perform Tune-up, then a Nevan Combo II. 


As Dante executes the second move, tap 
® repeatedly to start a Jam Session. Dante 
slides across stage on his knees, strumming 
the guitar furiously. He creates a large 
swarm of bats that attack all enemies in the 


surrounding area. 


Perform Tune-up, then move the Left Analog 
Stick to the right briefly and press ©. 


Lightning strikes the enemy Dante is facing. 








Dante 


Jump into the air and press ®. 


summons three small swarms bats, which fly 
towards an enemy even after Dante returns 


to earth. 










Hold ®, move the Left Analog Stick toward 
the targeted enemy and press ®. Dante slides 
Aéross the ground and bashes the enemy with 


his guitar. 










* Hold @, move the Left Analog Stick away 
from the targeted enemy and hold down the 
@ button. Dante knocks an enemy into the 


aif, then summons:small swarms of bats that 





home in om the 





my as they fall. 














While performing Air Raid, press ®. Dante 
F F 
{spirals toward an enemy, spearing them with 


E his entire body. 














aoe heal 5g SHER ava 
Hold @, move the Left Analog Stick toward Hold, move the Left Analog Stick away 


rom the targeted enemy and press ®, Dante 
the targeted enemy and press @:Dante slides "0" the targeted! enemy and pre P 





slashes upward through an enemy, knocking 





further across the ground and bashes the 


j 2 them into the air. 
enemy with his guitar with greater damaging 


power. 











In Devil Trigger s 





J. jump into the air, then 
press © + @ to begin flying above enemies While performing Air Raid, press @ to strike 


for a limited time, enemies on the ground with lightning bolts. 


Purchasing this option before or during 








a mission decreases the amount of guitar 





strumming required to summon bats, in 
moves such as Nevan Combo I, Nevan Combo 


Il, Jam Session and Air Play. 















a These gauntlets and greaves use the heavenly power of flash to strike down demonic enemies with holy 
. retribution. Although extremely powerful. the Beowulf set requires that Dante get up close and 
et leave 


personal with his target. However, the punches and kicks he can deliver with this 








even the toughest enemies reeling! 






a : Lene 2 
beast Uppercut 
Asn regan 


Air ike 20,000 











[)  ——— 
| KILLER BEE 














P= F three times. Dante punches with Press @/ twice, pause. then twice more. Dante Jump into the air and press ®. Dante pauses 








Bist, then kicks an eftehny intinthe ait punches twiee, lannches a series ofrapid side mid-air, then 





fiagonally downward at a 





kickssithen does a s 





Jing split and kicks! — foe witha slicekick. 


the enemy to the ground with his heel. 





Se 


WauigeRouCHe 





d @, move the Left Analog Stick toward 


Hold ®, move the Left Analog Stick toward Hold @, move the Left Analog Stick away 
enemy and press . Dante flies at an : : 


an enemy and press ®. Dante travels a from an enemy and press ®. Dante lunges * | 


greater distance and delivers a much more forward and knocks an enemy up into the dir WRUaRyAMTNK 


staggering blow. with a savage uppereut. 


einy to deliver a devastating punch. 













Hold @, move the Left Analog Stick away 
from an enemy and press ©. Beast Uppercut 
is required before this action becomes 
{Available to purchase, This move is like the 


Beast Uppercut, except Dante rises into the 








air alongside the target his enables him 


o continue attacking more easily with other 


moves. 








HYPER FIST: 


Perform a Beowulf Combo II, then repeatedly 





“tap ® upon finishing to. perform Hyper 
Fist. Dante fires off a cannonade of super 
* punches at a foe. virtually beating them out 


-of existe 





Press @ after jumping. Dante uses dark 
power to create a circular platform under his 


feet, from which he leaps higher into the air. 





















































GUNS 


Although firearms are weapons of the Human world. 
and inflict less damage to unearthly demon kind, Dani 


carries them into batile to aid in defeating demons. 





While guns alone cannot possibly kill the hordes of 
demons Dante encounters, firearms still help to hold 
enemies in place and to prolong combo attacks. Guns 
can be upgraded to increase firepower and rate of fire, 
Most firearms haye a simple attack and an unlimited 
supply of ammo. When Gunslinger Style is activated, 
Dante becomes able to perform stylized attacks with 
guns, depend upon which is equipped, Dante can carry 
up to two guns at once during a mission, and the gun 


held ean be switched on the fly by pressing ©. 


» | 








y designed handguns made for rapid-fire action. Press ® to fire, and 
tap © rapidly to fire a constant stream of bullets two-handed style, one gun after another. 
Afier Knocking an:enemy into the air, Dante can hold it in the air and “bullet juggle” 
it by constantly firing until the enemy disintegrates. When Gunslinger Style is 
actiye, Dante can fire these guns in two directions at once or jump 
into the air and rain down a barrage of 


bullets from above. Because of their 





ease of fire at a rapid rate. Ebony & 





Ivory are recommended weapons 





ch and every mission. 


A sawed-off, hunting shotgun that is very powerful at close range, and usable on the 
ground or in the air. Press @ to fire a blast at the closest enemy. Dante must break the 
barrel and reload between each attack, meaning this weapon has a lower rate of fire than 
Ebony & Ivory. However, when used at close range. Dante is able to blow away enemies 
physically. knocking them off platforms or just far enough away to give Dante 
some breathing room. When fired from a distance, the Shotgun 
auses minor damage to all enemies caught in the cone- 
Shaped! blast emitted hy the gun. However, 
the blast force is not enough 

ito Cause enemies to stagger backward, When Gunslinger 

Style is selected, Dante becomes capable of some rapid- 

fire attacks with the Shotgun. As Gunslinger Style rise: 

in level. Dante hecomes able to perform devastating! 

Stinger-type attacks against foes, in which he slams 

the Shotgun into an enemy's torso and unloads 

at point blank range. A versatile weapon and a 


powerful one. when used at close rai 


Agun of the demon world that 

discharges arrows imbued with 

Wemon energy. Press and hold. 

© to charge a shot, and release 

® to fire. Artemis can only be 

fired while Dante stands on the 

ground. thus rendering him slightly 

vulnerable to attack, However, with good 
ming and a jump or Side Roll hetween each shot, Dante should he just as elusive as 


ever. When Gunslinger Style is active. Dante can concentrate Artemis’ demon energy into large ball 


that acts as a shield from frontal assaults. He can also charge the weapon to generate multiple missiles that 


lock onto a single enemy and home in upon them. 























S 


EN - ——EEEE 
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We | 










A large rifle that fires high penetration-type bullets, this powerful 


weapon can only be fired while Dante stands on the ground. The reco 









of this weapon is powerful enough that Dante must recover fora 





brief instant after each shot, rendering him slightly vulnerable 





to attack, However, the damaging power of this weapon is 


enormous compared to other firearms. When Gunslinger 





Style is equipped, Dante can focus w 








a deadly sniper with this weapon. and he ean 
fire ricocheting shots that bounce off wall 


to strike multiple foes. 



















\ rocket launcher with Lady's mother’s name etched into the handle. 





‘The Kalina Ann can only be fired while Dante stands on the ground. The 





recoil of this weapon is harsh, requiring a moment after each volley for 
Dante to recover. Therefore, this weapon renders Dante slightly y 
vulnerable to attack. However, the missiles it fires explode 
on contact with targets or walls, damaging all 
enemies within the blast radius. When r 
Gunslinger Style is actives 


Dante can use the cabled: 





bayonet to harpoon enemies and drag them closer, for quick If 











disposal by Devil’s Arms. The Kalina Ann can also fire a 





salvo of homing rockets. which target and go after one on 


more enemies and create a chain of explosions, An 





amazingly powerful weapon. 









‘ITEMS AND KEY ITEMS 


ailable for purchase during the course of the game. 








‘This chapter contains a catalog of items found as well as rejuvenating supp! 



















ofien obtained by defeating 





tallized demon blood. Red Orbs are n 





A magic red stone of er 





enemies. They can also be found by smashing furniture, or they may fall out of thin area when 





mes Red Orbs are scattered around an 





Dante lands on certain hard-to-reach surfaces. $ 
area, waiting for Dante to collect them. If a Red Orb can be found rather than culled from 
4p enemy carcass, the location is marked on the maps provided in this guidebook in the 


Walkthrough 





Red Orbs to upgrade the firepower of weapons and to purchase new actions for Devil's 


g Items such as Vital Stars and Devil Stars can also be purchased with Red Orbs. The 





of Red Orbs collected during a mission is a criterion for ranking. 





n stone of erystallized demon essence. When Dante absorbs 









4 Green Orb, his life is restored. Defeated enemies sometimes drop Green 
Orbs 


is a High level when the enemy dies. Green Orbs are sometimes found on, 





but only if Dante's life ¢ is partially empty and the combo meter 





nap, and sometimes breaking environmental objects reveals them. 














A magic white stone of crystallized devilspirit. When Dante absorbs a 








White Orb, power is replenished in the Devil Trigger gauge. White Orbs 








are dogated in rare spots on the map. 
WHITE ORB 
Sagi 29-7 So al 


-. Four of these combine to form one Blue 














A fragment of crystallized life for 


Orb. Blue Orb Frag 





rents are found on the map oceasionally. However, they 


are usually obtained by performing great feats of skill, such as completing 





a Secret Mission or breaking a Combo Adjudicator sta 





combo level high enough. Once all of the Blue Orb Fragments av 





BLUE ORB 
FRAGMENT 


the game have been found, the only way to increase life is to purchase Blue 


Orbs through the shop menu. 


sustain more damage before dying. Blue Orbs can be obtained by collecting 


four Blue Orb Fragment ee Red Orbs imethe fen menu to purchase 


Orbs are most often found when 
dropped by defeated enemies. 
‘They are sometimes uncovered 
by smashing furniture or objects, 
and sometimes they float high up 
ina room, just out of sight. When 
Dante moves near orbs, they 


naturally gravitate toward him. If r 


ania dnes ssoboaliacalt atve katt Purple Orbs can ailly be purchased through the shop menu, Each Purple Orb 


atin Halearell-sniemay Foleataa extends Dante’s Devil Trigger gauge by one segment, The longer the Devil 


rigger gauge extends, the longer Dante can remain in Devil Trigger mode. 


them, the orbs may disappear 
Any orb with a Red Orb Price 
ean be purchased from the shop 
menu. Each orb purchased costs 


more than the last. 


Yellow Orbs allow Dante to continue if killed during a mi 
having to restart the mission from the beginning. Yellow Orbs are sometinies} 
found on the map, and they s0 be purchased from the shop ment by} 


ing Red Orbs. Only three Yellow Orbs can-be purchased during the| 








A spiritual stone made using alchemy. A Vital Star S restores a smallamount 


[Star $ can he found in some locations oF purchased through the 


A spiritual stone made using alchemy. Restores a large amount of life. Vital 


Star I. can be found in a few places or purchased through the shop menu 


DRICE (RED ORBS) 


\4 S aS 
SOS SF SES 
ye fe of ae Xx 


tems can be used during the 
health, recharge 
pow 
ra 


A spiritual stone made using alchemy that restores a large amount of magic found in some 


power. Devil Stars can be found at certain locations, or purchased through and they can also he 


the shop menu. ed from the shop menu. 


The player can only purchase a 


} PRICE (RED ORBS) umber of ite 


a game and then no 


ng the 


me item purchased costs 


more than the last, To use an item 


ms s x se during the game, press the Up 
oe 7 Me Dirvetional Button to access the 


Quick Item Menu, 


Fends off demons and seve pages enemies, Its found i 
‘or purchased th a nu. Reserve these for use i 


situations. 


HOLY WATE 












TTT Mmm lcancecentspae, nthe section bend te Drs. 
CTT Chane oF Echoes, the cack mechanism atte bap oF the area, 
= = a 
fa A 





BOARD | 


Model of an ancient weapon used to control lightning. This is merely 







an ornament. 
The following is a list of items 
used to unlock doors or unseal 
s, so that the player may 
further in the game. 


tem bears its in-game 


description, where it is found and 


where it is used. 





ce of a powerful and fearless soul. Its possessor need not fear 





nor oblivion. 


CCC nag Statue Boom, ander he cage, Reuies usage oF Ce Laura 
Per essen, fleas Pane Lo wa arate chasm ie Flag 
to te eel bu. 





a 















The fighti 


a new path. 


Trial oF the Warrior, deFeat all oF the near-inuncible enemies by 
activating the tuo striking tials simultaneously. 


Mastentuletechniquesvofthevancient ones. Offer this to the goddess to [FM 






Opetfa new path. 


TST Tam Tal oF Sil, move through the chamber oF skewers to Lhe end. 
ey pam (WteGodéess’ Chamber, one oF three objects sen tothe central statue 
to.unsea the east door and obtain artemis, i F 
ss ESSENCE OF 


TECHNIQUE 





Impalpable knowledge of the ancient ones. Offer this to the goddess 


to open a new path. 


ESSENCE OF 
INTELLIGENCE 


~~. ee 













CT mm The bivine Librard, on the ground under @ Damned Daun. 


here Used ee et into the machinery at the top oF the raom to power 


BIOGRAPHIES. 


‘ a 
ORIHALCON ff 
FRAGMENT 









The sorrowful shriek of the siren. Calms even: thesmost ferocious of 


flames. 





Tranquil Souls Room, deFeat al of the enemies and the object Falls onto 
the altar. 


Chamber of Echoes, removes the Flame seal From the lowest door in 


Where Found 


ie sculpture made of magic crystal. It seems to be a piece of a 


Uhere Found 


there Used BN 


| 





VN FS) 4 











Souls of those sent to hell for various sins. They are Leviathan’s energy 


pee erp cult’ Retin, hil enemies nthe chamber un the cera cevice 
absorbs enough souls to create the obec. \ 
Heartcore Chamber, removes Che membrane protecting the Heart oF 

I ouithan, ? 


source. 


hemtatmankindis\forbiddentoreventouch. It is said to unlock the 








dootto paradise. 


Cac iam Provisions Storeroom (2nd). ge 
Re 
CTA s: fam Limestone Cavern, unsels the door to the Sunken Opera House, ee 





‘A mask of magic stone made by an ancient priest. It i8 said he who] 










dons il can part rivers. 


Ca im Limestone Cavern, the ledge outside the Sunken Opera House. ot 
Subterranean Lake, raises the bridge connecting to the central 


STONE MASK 














A magic artifact able to supply power for an eternity. It is used 16 pow 






he main bridge. 


weetons [Ese eglee Meee esi oe SI 
Pee me (0lctin Brice room, one oF tuo generatars Ua rotates te bras bo 
lous abcess te new areas oF the Forbidden Land. S 
4 a, 


4 He who holds this broken,device is irradiated:andtheipsoubis'drained 






in exchange for power. 


allows access to new areas oF the Forbidden Land. 
HAYWIRE ’ aes 
NEO-GENERATOR 


\ perfectly formed piece of Orihalcon. Said to open the door to the 






Lair of Judgement. 


CracT Timm Uestibule, inthe sie passage, aFter solving the ight crustal puzzle. 
CCT: Mam Obsidian Path, unlocks the door to the Lai oF Judgement 








A mysterious stone used as a power source. It is one fragment that must JP 


be made whole to use. 


cam Altar of Evil Pathway, pst-CransFermation. 
there Used mee Uhre Fraaments required to use the Ft in Che Devsprouc LIP’ 


| ORIHALCON 
FRAGMENT 





AsMVSC TOUS stone used asapower source: [tis one fragment that must {Po 








be made whole to use. 


Cras Tam Provisions Storeroom, (end), 
there Used LA ee ane by 


See ORTHALCON 
ATO 





A mysterious stone used as a power source. It is one fragment that must 











be made whole to use 


Cac im Top Subterria Lack 
here Used me Uaree Fraaments required to use the Fn the Devisprout Lit 


oe. 
©) ORTHALCON 
FRAGMENT 






a 4 














sculpture etched in the shape of a golden sun. It contrasts the onyx, 


moonshard sculpture. 


Waking Sun Chamber, in the area revealed after destroving the siant 
Where Fount eT 
here Used een items required Co unseal Che south door in the Sun & Moen 


A-sculpture etched in the shape of anvonyx moons ltcontrasts the 


Chamber oF Sins, post-transFormation. Must ower the Cuo gant balls 
and Farce them to colide to obtain te item. 

Ane oF tuo items required to unsel te south door inthe Sun & Moon 
Chamber. 





ulpture s the time-space continuum. Used to restore 


InFnity irvana, must defeat Che enemies beFare the time inthe central 
Dacia oirlass rs ot 
CSAS: imam liruana oF Wusions, set upon the golden goddess statue. 


< Ne, 




































STYLES 7 7 


les that Unable Special moves. At the startof the game, Dante knows four different Styles, and‘he eventually 





Dante knows and learns various fighti 


Most Siyle-enabled moves are tied to ©. Before each mission, the player has the opportugity to change 





learns two more in the course of the game. 





Dante’s Style. thus changing the function of ©. While it sounds complex, it boils down to determining what Dante will do when @ is pressed. Thi 


needs to know about Dante's various Styles and the moves they enable. 





chapter includes all the information a play 








Enter the Customize sereen to change Dante's Style before missions. The recommended starting Style listed at the opening of each mission walkthrough is merel 
advice, based on the type of challenges that occur during the mission, Swordmaster Style is supuested often, since this style helps tomore easily break apart the Wa 


God statues and obtain the Blue Orb Fragments they hold. 





God of Time statue. Several God of Time statues are located throughout the game's stages. Refer to the maps 


To change Style in the course of @ mission, examine 





Tnathis guidebook to help you find the nearest God of Time statue. 


40 tlie Sipe change menu, move the cursor to the Style you wish to select, and press the @ button. The Style insignia 
























yle meter in the upper right comer of t 


PEMMERM AMES, the 


and rises to higher levels. Each successful attack scores points that are’ 





ppfiew 
Beipplicd to Dante's current Style. When enough points are accumulated, Dante's 


Biyle level goes up. 


on the number of Red Orbs each slain enemy is worth, 








Points are aequ 





arfd multiplied by the c «» level. Therefore, Style points accumulate much 


more quickly than Red Orbs, All Styles reach Style level 2 at 30,000 Style 





points, and level 3 at 99,999 points, When a Style reaches the maximum 
leyelfino further points can be accumulated for the Style. Doppelganger 
“inde@yieksilver Styles do not accumulate Style points and do not 


in level. 





inére 


‘cumulated toward the currently active 





Stylespoints scored are 





Style onl le toward 





If you change Styles, points no longer accumu 








the pkevious Style, 


When alnew Style level is reached, additional moves and 





actions become available. Check the in File menu 





ne 
to detetnine what new moves are available each time 


Style level increases. 





e is the default 

Style setting. When this mode is 
enabled, Dante becomes able to 
perform evasive dodge moves, 
and also enables other stunts that 
nable him to land on hard 

es while jumping. 

© activates all ‘Trickster 


Style moves. 

















Move the Left Analog Stick in any 


direction and press @. Dante slides 





across the ground in the direction 
indicated. Useful for dodging enemy 


attacks and for approaching 





to catch them off-guard. 


Face a wall, hold the Left Analog 










Stick toward the wall and press ®. 
Dante 





5 up the wall. Can 





performed after a Wall Jump to reach 
even higher levels, whereupon Dame 
(an run one way or another along the 
swallias guided by the Delt Stick: 






Afier jumping into the air, move the 
Left Analog Stick in any direction and 









p Dante flies forward several 


feet. Helpful in reaching high ledges 






or dodging mid-air enemy attacks, 





Press @ to Dash, then press @ again 








to Dash a second time, Moving the 
Left Analog Stick in a different 


direction just before pressing ® can 






change the movement direction of the 






second dash. 










Hold @, move the Left Analog Stick 
ind press ®. Dante 
“blinks” out of view, reappearing, in 
the air right above an enemy. Then 
Jo couple this with an attack. 
Can be used to attack « fos before 
they are ready to guard or counter: 















Double Dash, then press © again 
Z urine clind secondenaeentaa puch 
RV 24 avain. Moving the Left Analog Stick 


TRIPLE DASH 





in a different direution just before 







pressing ® can change the moyement 


direction of the third dash. 


Hold ®, move the Left Analo; 
toward an enemy and press ®. Dante 
throws Rebellion al an enemy like 
a dart, skewering. them. The sword 
returns to Dante automatically. You 
may fire a gun while the sword ts 
flying. 


ens) 
Swordmaster Style further enhances the pir 
capabilities of all melee weapons, such as 4 
the Devil's Arms. Pressing the © button mal 
enables additional moves and combos 

beyond the Devil's Arm’s normal actions. 

Holding ® and moving the Left Analog 

Stick just before pressing ® specifies the 


type of combo performed. 


The moves available are dependent upon 


which Devil's Arm is equipped, and the 3 Hold 0, move the Left Analo 


Swordmaster Style | The Swordmaster . 4 , Away from an enemy and py 


listed below by Style level and by then tap © rapidly. Done with the 
weapon type. fg Hight Timing, Dante unleashes enough 


Altackés to obliterate most foes. 


After executing a Dance Macabre, 


Press © to spin the sword in front of : i 
continue tapping the @ button, 


Dante, striking enemies rapidly. Most yen 
moles Sean enemies TEC ee Dante plants Rebellion in the ground: 


Lesser Demons are knocked in the air ; varie 
and spins atound it, kicking all 


by this move, allowing Dante to follow: 5 = e 
surrounding enemies, then ends with 


up with aerial combos, ; 
a powerful sword swipe. 


Jump into the air gnd press © 
repeatedly to initiate a mid-air 
combo, striking airborne enemies 
several times before they fall back to 


earth, 





Hold @, move the Left Analog Stick 
toward an enemy and press @, Dante 
spins the nunchueks at ground level, 
sending forth a line of rising ive 
glaciers that damage any foe directly 


in front of him. 


Perform Crystal, then tap © 
repeatedly to create damaging ice 


glaciers all around Dante. 


Hold @, move the Lefl Analog Stick 


away from the direction Dante faces 


and press ®, Dante creates a large 


ice igloo around himself, making him 


temporarily impervious harm, 


Press @ to slash both Agni & Rudra 
in an X-pattern directly in front of 


Dante, damaging enemies severely. 


Jump into the air and press © 
repeatedly 10 initiate a mid-air eombo 


against airborne foes. 


Hold ®, move the Left Analog Stick 
toward an enemy and press ®, Dante 
stabs Agni & Rudra into the ground, 
sending a razor sharp flame across 


the ground toward an enemy, 


Hold @, moyecthe Left Stick away 
from an enemy and press ®. Dante 
spins Agni & Rudra over his head to 
create a fire tornado that damages and, 
knocks back all enemies surrounding 


him. 


Strike an enemy with Twister, then 
press © repeatedly to twirl the foe 
into the air and simultaneously widen 


the fire tornado, 




















Press ® while standing on the ground 


to extend Nevan’s blade and attack. 


Jump into the air and press @ 
repeatedly to slash airbome enemies 


with Nevan. 





Hold @, move the Left Analog Stick 
toward an enemy and press ®. Dante 
whirls the guitar axe Nevan around 
his torso. slashing all enemies at 


extremely close range. 





Perform Feedback, then rapidly tap 





the © upon finishing to spin forward 





and strike enemies repeatedly, 


Hold @, move the Left Analog Stick 


away from an enemy and»press © 


Dante strums his guitar and fires 2 


cloud of energized bats at a foe. 


Press @ while standing on the gronnd: 
Dante fires a blast of energy front hie 


heavenly gauntlet. 





perform an aerial (winefist slam on 
a flying o airborne monster, This is 
an effective way to knock ene 
out of the sky for easier disposal on 
the ground, or to topple. oppone! 
perched on high platforms. 


Hold ®, move the Left Analog Stick 
toward an enemy and press @ 


Dante slams his fist into the ground) 





releasing a massive cirele of ene 
that blasts all enemies in a mediunt 


radius around Dante. 





Hold @, move the Left Analog Stick 


away from the direction Dante faces 


and press @. Dante knocks an 
















enemy into the air with an incredible : 
Gunslinger Styfe maximizes the [P+ 

uppercat, 
RE potential of firearms, and enables 


extra attacks! with each weapon 


beyond the stdndard point-and- 
fire action. The function of the 
© button « depending on 
the weapon equipped, and also 
depends on whether @ js held and 
the Left Analog Stick is moved 


certain direction, 





Perform Real Impact, then repeatedly 
tap the © button to follow up with a 
thousand) kicks and a knot-fisted 


thwack out of the ballpark. 


Dante's twin guns in tivo directions 





at once, Dante continues facing the 





same 





ction. and fining straight 
ahead with his left hand, meanwhile 
pointing the right hand gun in the 


direction indicated by the Left Stick. 





Great for dealing damage to foes when 


surrounded. 


with a ce of alles, then kicks 






them away like a trash bag. 





Jump into the air and press ©. Dante 
ins upside down, spraying enemies 
on the ground directly below with 


rapid-fire bulle 


Hold ® until guns glow. then release 
ergy and fires 

acts at targets. This skill 

increases in intensity and damaging 
power each time the Gunslinger style 


level rises. 


Tap @ repeatedly to fire bullets 


dly, one gun after the other. 
isn't so much a skill as much asa 


requirement to beat the game 


orin mid-air, Dante spins the Shotgun 
around his ams and torso. blast 
randomly all around him. This move 


for shooting enemies in all 


Hold ® until Shotgun glows. then 
release. Dante focuses devil energy 
and fires a powerful blast. ‘This skill 
increases in imtensity and damaging 


time the Gunslinger style 


Press @ repeatedly to fite the Shotgun 
continuously, one blast aller another, 
‘This isn’t so much a skill as much as 


ment to beat the game: 


Hold @, move the Left Analog 
toward an enemy and press, Dante 
lunges forward, shoves the barrel of 
the Shotgun into an enemy and fires i 
into them coupled with a concentrated 
burst of demonic energy. 


Perform the Gun Stinger move, ther 
start rapidly pressing @ at the exact 
end of the move: Dante continues 
unloading the Shoigun in the enemy’ 
face, with concentrated demon 


energy. 





SPHERE 


While holding @ to lock-on to on 

enemy. hold ® to charge Artemis, 

then release to fire. Artemis relew 

a cloud of laser orbs which rapidly 

hiome in on the targeted enemy oi 
The number of orbs fired and 


the homing range both increase as the 


Hold @, move the Left Analog 

toward an enemy and press ®, Dante 
ereutes a large orb of laser energy 
right in ftont of himself. Enemies 
nding too close may take several 


hits from this orb, depending on how 


near they 


Perform Sphere, then rapidly tap © 
to fire a series of bursts into the air 
which rain down on surrounding 
enemies with growing intensity. This 
action gains in power and range when 


Gunslinger Style reaches level 3. 


Press @ while standing on the 
ground, Dante fires a shot at the 
ceiling that rieochets off nearby 
walls. This attack grows in damaging. 
power and ricochets more often as the 


Gunslinger style level ri 























Hold @, moye the Lefi Analog Stick 


toward an enemy and press @, Dante 






targets an enemy's weak spot and fires 






a demon-powered shot to take them 






oul. 






Perform: 





persthenimmediately start 


tappinig ® to make the bullet ricochet 






off nearby surfaces. The bullet gains 











Velocity and slams into the targeted 






foe for maximum damage. 







Press @ while sfanding on the ground 





to fire off a banage of missi 






surrounding enemies. As the 






level the number of rockets 






HYSTERIC 





and the number of targets upon which 






they will home in upon rises 














Hold @, move the Left Analog Stick 
toward an enemy and press ®. Dante 
fires the rocket launchers bayonet 
into an enemy and impales them. 
Then he yanks on the cable, pulling. 
the foe off their feet. The enemy 
lands on the ground in front of Dante, 
where additional punishment can be 
administered, 


















The Royal Guard Style is almost a kind of demon 
martial arts. Hold ® to block enemy attacks, meanwhile 
building up a charge that can he unleashed in Release 
or Air Release combos. As the Royal d Style level 
rises, Dante actually becomes able to absorb attacks 
and use them to replenish his health meter! Royal 
Guard requires the most patience and skill to master 
ofall the Styles, but pays off big time once the Style 


redvhes level 3. 


By flipping through the mission summaries, you should 


4 find that Royal Guard is not often listed. This is because 


itis a difficult Style to master that puts Dante in harm's 
PP halfithe time. Mo id players should feel 


free to try Royal Guard instead of the suggested Style, 


Press @ while standing on the 


ground. Block most attacks. 


attack blocked causes Dante to build 
up anger: which can be unleashed in 
other moves. Most minor attacks ean 
he blocked, but most attacks by boss 


monsters cannot be blocked. 


After blocking several enemy attacks, 
hold @. move the Left Analog Stick 
toward the enemy and press ©. Dante 
uses the amount of pent up anger and 
frustration he feels after blocking 
several attacks to blow through one or 
more enemies at lightning speed. The 
power of this attack is dependent on the 
number of atiac reviously blocked. 





















Jump into the air and press © to 
lock an attack from an enenty. Each 
attack blocked causes Dantett@ build 


up anger which ean be unleashed i 





other moves. 


After blocking several attackseyomm 
into the air while holding @ and 
moving the Left Analog Stick toward: 

. Dante shoots; 


varies depending on the m 
hits previously blocked. 





Hold '@. move the Left Analo, 





away from the direction Dante faces 
and hold ©, Dante munifests 
golden shield in front of himself ty 





approximately ten seconds. Whe 
an enemy strikes this shield, [i 


aulded to the life gauge. 





QUICKSILVER 
STYLE 


Dante leams the Quicksilver 
style after defeating Geryon in 
Mission 12. The Quicksilver Style 
basically changes the function of 
the © button so that Dante can 
make time seem to slow down for 


a short period of time, 


Dante obtains Doppelganger Style 
after defeating te Doppelganger 
during Mission 17. Doppelganger 
Style essentially changes the 
function of the ® bution so that 
Dante can create a dual image of 


himself. 









JO FRIEND! 3 et pet? 
q 

IF a second controle is plugged inthe number port on Ene DidyStatione 

Unit, press START‘ the controller and a second player can control Dante's 

doppelganger! 


Press @ + @. Dante enters a hyper 
speed mode, making it seem as if all 
enemies slow down. Time Lag allows 
Dante to dodge an enemy attack or to 
Jauneh several combo attacks before 


the enemy knows what hit them, 









Press @ + @. Causes a shadow 
} version of Dante to. appear ‘The 
doppelganger mimics all attacks, 
doubling the amount of damage. The 
doppelganger consumes Devil Trigger 
energy until the meter is depleted. | Gnyites} 






then Doppelpanger mode ends. 







Doppelganger cannot be triggered 
unless there is Devil Trigger power in 
the Devil Tigger gauge. 








GAME PLAY FLOW . 


This chapter focuses on every aspect of completing a Mission in Devil May Cr: 



























to controlling the character, to basic fighting moves, to clearing a mission and finishing the game, every aspect of the game 
systems are discussed in detail = 
2 herein. Once the basies in ——— 

this chapter are understood, 
expand your —_ understanding 
of Dante's. capabilities by 
studying the Styles, Devil's 


+ 3 Anns and Action 





ind Bestiary 


chapters also in this guidebook. 





mbine this information with 
the Walkthrough mission 
summaries contained in the next 
chapter and you should be well 





gh informed to wrack up 
high combo levels and finish each 


mission with a higher ranking. 



















ContRoLs, a By _VeFautt contro! scheme: 


— | 





“ 
Left ay Stich Tenet 


Change camera ante (when 
bussitle) 


© (press down on Left stick) Change Lock-on barget 
© (press down on bight Stick) } Return to deFault camera angle 
Uirectional Dad Up Guick item Screen 
Uirectional Dad fignt Guick Map Streen 
Tirectional Dad Lert (wich File Screen 

Uirectional Dad Down (ick Equip screen 


Ship cinema /Open Dause Menu/ 
Select menu choice 


Taunt 
unp/select menu choice 

soot 

Stule action/Check environment 
Miele attach /Cancel 
Lock-an targeting 
Ueuil Trigger 

Suite Dei’ rm 
Suiten Firearm 


17s he contro seme referenced Crate the Wetireeg etn aot terest is) 
ule Far ese oF reference, lease change cura Co Lh Gta Scene wl along is 
ite. 





Aight nag Stich 







































> 






































Move the Left Analog Stick to move Dante in 





& direction desired. Dante moves relative 





the onsereen camera view, meaning that 
1 


reen, holding the stick 


Iding the stick left moyes Dante to 





» left side of th 





moves Dante into the background, ete. 
the camera angle changes while Dante 
& moving, continue holding the Left Stick 
© the same direction and Dante stays on 
urse, Once the Left Stick is released. the 
atrol assumes the directions of the new 


mera angle. 


Weve the Right Analog Stick to the right 





left to rotate the camera slightly around 
ate for a better view of the environment 
his sides. This function is only available 


ertain rooms, and usually only when the 







snera is not fixed at a severe angle. 


CAMERA ANGLE, 


— 
5 


Mier using the Right Analog Stick to change 
Ne 


samera angle. the camera might remain at 
= new angle depending on the room Dante 
eeupies. Press down on the Right Analog 


ck (referred to as the ® button) to revert to 








fault camera angle. 












Press the Up Directional Button on the controller to bring up the Item screen, Choose an item * | 
from the list and press & to.use the item. Enter the Quick Item Screen and use an item whenever 
Dante’s health or Devil Trigger gauges are low, or if you want to use a Holy Water to heavily EIU@H IER 


damage surrounding enemies, 


4 
SS 


Soul 


Vital Star § 


Coo # 








| QUICK MAP SCREEN 


Press the Right Directional Button on the controller to bring up the Quick Map screen. A'top- 
down view of the area is displayed. Dante's current location is the blinking yellow room on the yp 
map. Move the Left Analog Stick up or down to view other rooms. Press to zoom in for a closer 
look of the area. Sometimes viewing the map may reveal nooks and alcoves where items may be 


hidden. Plus, it always helps to have some orientation to the stage currently being explored. 


SH 



















QUICK FILES 





Press the Left Directional button on the 
Controller to bring up the Quick File sereen 
In the File screen menu, you may select 
options in order to view descriptions of items 


obtained, enemies defeated, Devil’s Arms 





actions and Style mov 


Use this handy r ‘Vawlala 
reference menu to identify enemy weaknesses 


eks Dante TEV, APUG 






and to learn the various combo at 


is Capable of executing against foes. 


Files on the items 
you have obtained, 


Press the Down Directional button on { 
controller to bring up the Quick Equipme 
screen, This screen allows you to view Dant 
currently equipped guns and Devil’s Arr 
The number of Style points accumulated 
also displayed, so that you can see how s¢ 


the next Style level shall be reached. 


STVCE | 
Swordmaster | 
Lvl SS 26824/30000 











: 


The function of the START button changes 
Epending on situation, Press the START 


ston during a dialog scene to skip ahead. 





sss the START button during game play 
spen the Pause Menu, which is covered 


ereater detail later in this chapter. Press 






START while a menu is open or when Dante 
£ make a choice during the game to select 
option: 





Mess the SELECT button during real time 
ee play moments to perform a taunting 


Sion toward enemies. Used 





ategically, 





+ move can actually draw single foes 


from a pack, for easier disposal. When 





sformed at the right time during a combo, 
soperly placed taunt might increase the 


abo meter. 


STR Biron Ey 


Press ® to jump into the air. Jumping is 
used to reach higher platforms, and also 
allows Dante to leap away from enemies 
before suffering damage from an attack. The 
direction of jump can be controlled even 
in midair by moving the Left Analog Stick. 
While Dante is in the air, pressing ®, © or 
® may enable him to perform aerial attacks. 
If Dante is equipped with a Devil’s Arm that 
has the Air Hike ability, double-jump to 


higher altitudes by pressing ® twice. 











For rapid-fire shooting with Ebony & Ivory— 
Dante's default twin semi-automatics—tap ® 


rapidly. 





LOCKSON TARCETTNG 





































E 
Press ® to attack with Dante’s currently Hold the ® button to lock-on to an opponess 
equipped Devil's Arm, such as Rebellion, for more precise aiming and to trigger speci 
Cerberus, Beowulf, ete. Pressing © melee attacks. When lock-on is, initiated: 
repeatedly and with proper timing allows a circular target reticule marks the neares 
chains of attacks to be strung together to form enemy. While holding @, press down on the 
“combos”, Press the button lightly to perform Left Analog Stick (referred to as the ®buttos 





to change targets to the next-cl 





sest enemy 
















a light attack, or press ® hard to perform a 
strong attack. If the Beowulf gauntlets and 
greaves are equipped, melee attacks can 


be charged to become more powerful by 





y also trigger the 





Holding ® before releasing the button and attacking, Strong melee attacks m: 





‘Appearance of the combo meter, which is described in greater detail later in t 





‘The function of @ changes depending on the 
Style equipped. Change Dante's Style prior to 


smize sereen, Lock-on is most useful when facing a los 





a mission by entering the Cus 


enemy, and helps control the camera ang 





on by examining a God of 





or during ar 





as well as Dante’s attacks. Lock-on is als 





required to initiate certain Devil's Anal] 


actions and Style attacks. 





a 
‘Alloes player to ard ex 
specll erste norewens, 


KING ON. CROWDS 


IF Dante Faces a group oF enemies, it is best te 
avoid using lock-on all the time, Simply press 
© and @ bo attack the group. Dante always 
automatically targets and attacks Che nearest 
enemy, regardless oF direction of Facing. This 
is the best way bo handle a crowd, Dress oD 
cccasionaly to perform a special attack against 
the closest opponent, then release the button ame 
Fallow up with other attacks on the crowd, Use 
special attacks to knock opponents oFF thelr Fl 
so that they are remaved From the battle For 
short periods of time, 










When Trickster Style is active, press to perform some sort of stunt, such as dashing across the 
room or running up a wall. Swordmaster Style enables more actions for use with Devil's Arms. 
Junslinger Style enables Dante to perform crazy attacks with his firearms. When Royal Guard 
Style is active, press and hold @ to block attacks. More Styles become available as progress is 


made in the game. 





DEVIL TRIGGER. 


er Mission 7, Dante gains the ability to 
sansform into his demonic form, When 
least three gauges are full in the Devil 


Tigger meter, press @to transform. TI 





ion is referred to a 


“Devil Triggeri 








hile Dante is in Devil Trigger Mode, press 


® vain to return to normal form, 





ile Dante is in Devil Trigger Mode, 
= power in the Devil ‘Trigger meter is 
sumed, When the power in the meter 
= out, Dante reverts back to his normal 


m. In Devil 1 





igger Mode, Dante attacks 

greater damaging power and moves with 
h faster speed. Most attacks do not cause 
n to stagger backward, although damage is 


| sustained. 





During Devil Trigger, Dante's life continuously replenishes. Therefore. Devil Trigger can he 


used to recover lost health between battles. Dante takes a different demonic form based on the, J 


Devil’s Arm equipped. 


f 
EN fs 





Lost Devil Trigger power is regained 
by striking or being struck by enemies. 
Consuming a Devil Star also replenishes 
Devil Trigger power. However, because so 


few Devil St 





are available during a game, 
their usage should be reserved for emergency 
situations. Spending accumulated Red Orbs 
in the shop menu to purchase Purple Orbs 
extends the Devil Trigger meter, Each Purple 
Orb extends the Devil Trigger meter by one 


gauge. 














Press ® to switch the Devil’s Arm Dante is 


currently using. The next time ® is pressed, 
Dante uses the Devil’s Arm selected. Dante’s 
current Devil's Arm is always visible on 
his back, unless the Beowulf gauntlets and 
greaves are selected. Dante can equip up to 


two Devil's Arm during a mission, 























Press® toswitch the firearmDanteis currently 
shooting, The next time @ is pressed, Dante 


fires the selected gun. Dante can equip up to 






two firearms during a mis 





Press @ to jump toward a wall. At the moment 
Dante touches the wall, press @. Dante plants 
himself briefly on the wall, then leaps higher. 
The direction of the second jump can be 
controlled slightly by moving the Left Analog, 
Stick in a different direction at the moment 
@ is pressed for the second time. This is an 


er in order to reach 





important skill to m 





higher platforms and ledges. Dante can Wall 
Jump up wall surfaces, on the side of thin 


ledges 


. and also on rounded columns. 


















Hold @ and move the Left Analog Stick to 
Dante’s left or right, then press &. Dante 
performs a quick evasive Side Roll to the 
side) If an enemy tries to attack while 
Dante is Side Rolling, he takes no damage. 
However, Side Roll timing must be mastered. 
If you Side Roll too soon and Dante stands 
up during an enemy combo attack or a multi- 


burst explosion, he may still take damage. 

















EDGE BACK FLIP) 





When mmning toward the edge of a chasm, 
press @ and press @ at the moment Dante 
reaches the edge to perform an Edge Back 
flip. Dante faces away from the chasm and 


launches into a back flip with much greater 


are than a normal jump. 





If an enemy strikes Dante and knocks him 


his feet, press @ at the moment Dante touched 





the floor to perform an Ins 





t Rise. Rathel 
than lay on the ground like a slug, vulnerable 
to additional attacks, Dante bounces right 


back up and is ready for action. 





s START during real time gameplay 





to stop the action as well as the timer ang 


tatus 





bring up the Pause Menu. Enter the “ 
screen to view current equipment, use items, 


view the map or read through files concen 





game elements. Choose the “Save Data™ 
option to record current Red Orb. count 
Blue Orb Fragment and item obtainmen 
and usage to a memory card inserted in the 
console. Choose “Quit the Mission” to returm 


to the title screen, or “Restart the Mission” 





to go back to the “Mission Start” screen 
Choose Options to enter the Options screen, 
the functions of which are detailed further og 
in this chapter. Some features of the Options 


menu cannot be changed during a mission. 


QUIT THE MISSION, 


_CRSTARY THE MISO, 
OPTIONS ¢ 








DEMING) ~~ 


DEVIL'S ARDS 
ORGINS 


j@ Full in order bo Devil Trigger. 


IETS 2) 
cates the amount oF stored power that into Deut Ti . Key eps (| 


SVLES 
9 


| rae . Current progress toward aan Highest combo level. The combo level progress as Such: “opel”, cage. 
nel", “Sweet!” “Showtime”, * ust The higher the combo level rises, the more Red Orbs and FLUO} } 


aly" 
a 4 
= : = i OEE 





SECRETS 


—— 






























The Options screen may be entered from 
the title menu, before starting or resuming 
a game, The language displayed in menus 
and subtitles can be displayed, or subtitles 
tean be turned of entirely. The background 
music volume level can be adjusted as can 
the brightness level. Controller vibration 


fan be turned on or off, and controls can 


be remapped to any configuration of your 





de 





‘The sound output quality can be 
lidjusted to best suit the kind of television or 
home theatre system you may be using, for 


jplimum sound quality. 





DUAR NG LAG ADE, 


At the title screen, move the Left Analog 





ick to highlight an option and press @ to choose 







a new game, the tutorial option allows you to turn tutorial messages on or off 





When tutorial mode is on, instructive messages appear whenever Dante performs a new action 








A dialog scene precedes each mission. Skip the scene if you wish by pressing START. The 


Mission Start screen appears next. Before starting a mission, choose the “Customize” option to 








change equipment. to select a different fighting Style, or to purchase useful items and weapon 
upgrades. Then return to the Mission Start screen and choose the “Mission Start” option to 


begin playing. 











ring a mission, the objective changes 







pending on the situation. If the room fills 


form over the 





then Dante must eliminate every 





st demon that appears in the room before 
an continue. This is the main objective of 


ssions 1 and 2. 








if a Seal covers @ doorway, then avoid standing too near the door For any length oF time, even when Fighting 
snenies, (F Dante lingers near a sealed door, a giant hand reaches out and claus him! The hand causes damage and 
focks Dante Co the ground. Or, the blow may cause him to stagger and render him vulnerable to Further enemy 
attacks. 


Opsrcmue:RinptHe Key lrem 


with Mission 3, the objective changes to exploration mode, Use the Left Analog Stick 





zuide Dante onsereen, and press @ if needed to jump to higher platforms or across gaps. 
sition Dante in front of areas of interest, such as control panels or doors, and press ® to 
ract with the environment. A bright glimmering indicates item locations. If the item is a 


il item, such as a Vital Star or Devil Star, press @ to pick up the item. If Dante's inventory 


\ready full of such items, he will not be able to pick up more. 







However, if the item is a key item required 


to unlock a door or unseal the next area of 





exploration, Dante automatically picks up 
tems, explore 


. [the key 


the item on contact. To use ke 





control panels and wall engravin 
item is in possession, Dante automatically 


sets the item in place. 


FALE MEDI 


To determine where or how to use Key items 
btain, open the File screen and select “Items”. 
Dress cm to scroll over Co Hey Items, then select 
the object and press = to view additional 
information, Hey item descriptions in the File 
screen oFten provide good clues on their usage. 





OBI CTE 290 VE, THE PUZZLE 


If Dante enters a room and the doorways become sealed by a blue force field, the indication is 






that there is some kind of puzzle in the room that must be solved before the devil hunter can 


continue. Look for bizarre objects such as light crystals or moveable stone objects. Break light 





als to redirect a beam of light from one statue to another. Move stone objects into wall 





niches to reveal a hidden exit. Smash furniture and objects in the room until enough Red Orbs 


are gathered to unseal the doorway. Continue interacting with the environment until the blue 





seal is removed. 















- Opsecnive: Dergar 


Powe LaQRPOnEnT 


Certain enemies that appear only once during 





the course ofa game, which are much stronger 
and have much greater speed and stamina 
1 enemies 


than frequently encounté are 






boss” enemies. 





referred to technically a 


Whenever a boss appears. their life gauge is 





displayed at the bottom of the screen. Bosse 
typically attack more frequently with much 


greater power than normal enemies, so move 





defensively and dodge as many attacks as 
possible. Look for opportunities to attack 
the boss safely without suffering retribution, 
and continue fighting with them until its life 


meter is completely emptied. 





The game is divided into twenty missions 
Whenever Dante reaches a certain area o@ 


ion ends 





defeats a certain enemy, the mis 
The player's abilities are ranked by sever! 


criteria, including the total time in which the 





player completed the n n, the number 
Red Orbs absorbed, the number of Stylist 
points acquired by striking enemies, the 
amount of Damage Dante sustained and the 


number of items used in order to continue. 


The highest ranking is ‘super”, thee 


the rankings are in alphabetically order from 





letter “A” on down to letter “D”. These scores 


are then tallied and averaged to determine the 





overall Devil Hunter Rank for the missi 





An amount of bonus Red Orbs are added 





the player's total, based on the overall lett 
rank received. If a boss was fought during 
the mission, a predetermined number of Re 


Orbs are also added to the total. 


To increase ranking scores, jot down notes 


concerning the categories in which yee 





were deficient. Write down your clear time 


the number of orbs absorbed, ete., if these 





scores received below an “S” ranking. Entes 


the Mission Select screen, choose the s 





mission and try again, this time shooting fie 


better scores. 
























































Wier clearing a mission. choose “Save” 
© enter the data screen and record your 
55 to a memory card inserted in one of 


slots on the console. 





SHORT CD slot J = 


9 


(swommusten 92) sex03 
‘none NORMAL 
Mission ——_15(cLtAR) 
“PAYTINE 08:20:46 
pare 0702/2008 







SwminG DURING 1 MISSION 


Vata can also be saved any time during a mission, 
Dut this does not record progress, data sae 
uring @ mission only records the Red Orb and 
Sive Orb inFormation, useFul item obtainment 

and whether War God statues and Orb Crystals 
Have already been shattered, When resuming play 
fater, you must aluays start @ mission From the 
Seginning. All key items are returned bo their 
locations, and must be re-obtained, 


Te Mission Select screen becomes unlocked 


soon as 





ne mission is cleared. If you wish 





ceplay a mission instead of proceeding, you 








4y do so by choosing the “Mission Select” 


etion on the Mission Clear screen. Moye the 





T+fi Stick up or down to highlight the desired 





culty level. then move the Left Stick left 
~ right to change the mission number next 


the difficulty level. Press @ to begin the 





ion, Note that if you have not saved your 





gress to a Memory Card, your progress 
Bald be lost in the event of power failure or 


Se console is turned off. 











ils 
TOTAL RANKING 
GALLERY 
od 


SAVE LOAD 


‘The Mission Select screen also appears when loading a saved game. Choose the desired difficulty 


level and/an available mission to resume game play. 





Choose the “Ni 


»ption to continue directly to the next mission, without having to select a 








mission and difficulty level from the Mission Select screen, If you have not saved, progress will 


be lost in the event of power failure or the console is turned off. 


Complete all missions in the same difficulty 
level to clear a game. New features are added 
to the M 





on Select screen, including a 


“Total Ranking” option that allows you) to 








view your best scores in each mission. ‘The 


“Gallery” option allows for the viewing b OS oed 
of bonus content unlocked by completing ee ee 


certain difficulty levels. If alternate character poner A ile 





costumes are unlocked, press @ or @ before 


choosing a mission to change Dante’s costume, 





and possibly the attire of other characters 





is 





well. Read the chapter titled The Devil's Secrets at the back of this book when you are finished « 


with the game to view a complete list of bonus féatures that can be'unlocked. 





















WALKTHROUGH 


MISSION 17: INNER-DEMO 
Mission 18: INVADING HELL 
{Mission 19: FORCES COLLIDE 
MISSION 20: SCREAMING SOULS 











SRS 


a CRAZY PARTY 


~SNIMISTER one Bo 


Dap DIES ORRICE 


\OUGH SLICES TO GO AROUND: 


Kill all the enemies inside Dante’s office. Smash the drum kit and the 
@arbage can near the door to obtain extra Red Orbs. When enemies 


fal} flat on the ground, jump onto their backs and move the Left Analog 


WP Slick to slide across the room on top of the enemy. Collide with other 


fenemies to damage them, and press and hold © to make Dante spin 
around on the enemy, firing Ebony & Ivory in all directions. Refer to 
* the Styles and Devil’s Arms and Actions chapters, and familiarize 
yourself with the controller input for all the moves Dante is capable of 
At this early stage Raise that combo meter as high as possible before 


thebad guys give'tip and run! 


CUSTOMIZE BETWEEN MISSIONS 


The Red Orns gathered From dePeated enemies 
Might just be enough to allow you to purchase 
the Stinger action For Rebellion. BeFore starciag 
Mission @, choose the Customize option and 
purchase Stinger From the Setion menu, 














ES a aR 


(2 °THE BLOOD LINK 


ly, —_ggulllttey, 


AEBELLION 





Vital Star-S_ lies 
| the ground near 
| & collapsed entrance 
Dante’s business. 


se these 





pen gems 


restore health. 





ss upward on the 





ional pad to open 


Se item menu quickly. 





Sill all the enemies in the street area. 
Sometimes a 3" Hell: Wrath enemy appears 


snong the group. Lock-on to this foe and blast 





continuously until it explodes. Ifa Wrath is 
the midst of other enemies, the resulting 
plosion takes out the entire group! Just 


sn't get caught in the blast as well. 












ature is too strong from the front. 


However, attempting to slash it with 





Rebellion at the same time it tries to slash 


you can result in a blade clang. By clanging 





blades several times in a row, you can raise 
the combo level significantly, It’s possible 
to clang blades up to three times. at which 
point you should move away to avoid 


damage. 















While the Vanguard twirls its seythe, jump behind 
it and slash its backside, When the creature 
disappears, it reappears either directly under 


Dante or to the side. Dodge awa 





from rippling 


distortions in space because the Vanguard flies out 





of these time rips with tremendous force. Continue 
attacking it from behind until it is defeated. 
Although the Hell Vanguard is presented as a boss 
in this instance, these creatures are encountered 


frequently in the later missions of the game. 

























ILS TOWER 


Tn RO eee 





atl Jump up to the second level by facing the wall on either side of the 
et. Press @ to jump, then move the Left Analog Stick toward the wall and 
< ® again. Dante perches briefly, then jumps higher up the wall. ‘This 
Strike 





on allows you to reach the upper areas where Enigmas are perched 


atures with Rebellion to knock them down to street level, where 





+ can be cleaned up 


the rest of the 






<s. Shooting Enigmas 


stinuously with Ebony 





fvory between waves 





© ground — enemies 
also a good way to 


Sninate them. 











Vhen the dust settles, jump onto the ledge 
above the left-hand side of the street. 
Move to the bottom corner—as the picture 
depicts—to trigger the appearance of a Red 
Orb cluster over Dante’s head. Performing 
‘difficult jumps onto platforms or standing on 


certain hard-to-reach spots throughout the 






game often reveals hidden Red Orbs, 











When the 


doonat the north end of the street and press 


avenue is clear, head to the red 
© to enter. The north exit of the bar becomes 
covered with a blue seal, which means that 
a puzzle must be solved before Dante can 
proceed. Do not approach the seal, or a 
large hand reaches out and swipes Dante for 


damage. 





Smash the electronic darthoards in the corner to reveal a Demon Crest. Slash it with Rebel 


continuously until the eight torches are lit to release the blue seal. 








7 iat 


ea 





Smash all the objects inside the bar to release 
Red Orbs. Perform a Wall Jump on the bar 
canopy in order to land atop it, where some 
barrels can be smashed to obtain a Green 
Orb. Green Orbs restore health, or they add 
slightly to the Red Orb count if Dante's life 


bar is full. 


hs 
| SHOTGUN TIME! 


= 








When the seal is broken, move toward the 
bulletin board just inside the archway to 
obtain the Shotgun, You may now switch 


between Ebony & Ivory and the S 





pressing @, 

















Red Orbs. 





Spproaching the exit door or ascending the 
ssirs on either side of the exit triggers the 
sepearance of enemies. During the fighting, if 
happen to be near the stage, jump toward 
stage pole and press @ to grab the pole 
mid-air, Dante swings around the pole, 


king all surrounding enemies. Collect the 


n Orb on the balcony above the exit, 





! continue to the next area, 









Unfortunately the hottest strip club in town is 
empty and silent, but not for long. Smash all 


the furniture surrounding the stage to release 


















| BOUNCING DOWN 
THE AVENUE x 
poll eal BIOCRAPHIE 





Jump onto the low end of the fallen “Love 





Planet” sign and move to the top corner, 


*, A cloud of hidden Red Orbs 


falls from the sky 








behind the “L’ 





for Dante to collect. $ 





the dumpsters in this area to release Red 
Orbs, and Wall Jump up to the balconies 
on the right-hand side of the street to gather 
more Red Orbs and a Blue Orb Fragment. 
When four Blue Orb Fragments are gathered, 


Dante’s life gauge extends by one segment. 



















“Look for a gate on the left side of the street 
and smash through it to find an area where 
a large Orb Crystal sits. Strike the stone 
Red Orbs 


until the crystal breaks. Jump through the 








repeatedly to continuously releas 





hole in the ceiling directly overhead to find 


more hidden Red Orbs, 


2, COMBO INSTRUCTORS 


, Atlittle further up the left side of the str 





jumpon top of the building to find a Rebellion 
‘Combo Instructor. Strike this statue to raise 
the combo meter high enough, and it shatters 
eto reveal Red Orbs and a Blue Orb 


agin 





nt. The number of red flames this 





statue holds indicates how high you must 


raise the combo meter, Destroying a combo 








instructor is easier when Swordmaster Style 
is active, butyou can still smash it by striking 


the statue-and alternating your attacks. 





Dress © Co search this double door and Find Secret Mission |. 1F you Find and clear all Secret Missi 


the game and score an Ranking For all missions, 
You'll achieve the S$ Derfect ranking which 
Unlocks additional bonuses. In Secret Mission 
1, You must wipe out the enemy set within one 
minute. Clear the mission to obtain a Blue Ord 


Fragment. Secret Missions can be repeated as 
Often as you like, but a Blue Ord Fragment can 
Only be obtained in Chis manner once. 





Just up the street from the Secret Missions 








door location is a God of Time stat 


the statue and press © to enter the Customize 





menu, same as between mi: You 


may change Style. upgrades weapons and 
purchase recovery and gauge items, if orbs 
allow. Improve Rebellion as much as possible 
before entering the tower at the north end of 


the street. 











HEED MORE RED ORBS? 








IF YoU are just a Few Red Orbs shy OF being able Co purchase an Action or gun upgrade, return to previous areas such as 66 Slum Street to trigger the appearance * 
OF additional enemy sets. Exit and reenter areas until you've garnered as many Red Orbs as YoU need to Cake that nent big step. 





Blast th 


to strike the big: puppy'siftont leg: Continue striking the leg until 





ice covering the three dog heads, then use Stinger attacks 


Cerberus falls to the ground, Attack the heads with Stinger, High 
‘Timé and Million Stab attacks while Cerberus is down to inflict the 


Mmaximuty amount of damage. 


The strategy described previously should work until Cerberus’s life 
} is reduced to half, at which point the eabalistic canine employs a few 


new 





If-defense measures. Whenever Cerberus rears back to attack, 
on the KEY 


rberus swipes at Dante with his claws, making it harder to 


run away to avoid the crystal ice formations that it create: 






ground. C 
strike his legs and knock him over: One effective method for dodging a 


claw attack is to Side Roll under Cerberus’s heads. Hold @ and move 





the Left Analog Stick to Dante’s left or right and press @ to perform a 





Side Roll. Done once or twice, this should place you squarely in front 





of the other paw, Strike it quickly and continue striking it to try and get 
Cerberus down on the ground again. If Trickster Style is active, Dash CADE, Bi Amy 


under the monster’s head toward the other paw. 





Continue jumping 


away or to the side each time Cerberu s back or lifts its front 








paws. Attack from the side of the creature’s heads at all times, so 


that you are less likely to suffer damage if Cerberus lunges across 
Jes 


the room. Avoiding this attack, you can slash Cerberus’s weak si 





as it attempts lo reverse into its niche. Dante receives the Cerberus 


nunchucks for defeating this creature. 











TAL DNINVITED OnE 


Rou Mu ~~ 


TRICRSTER i ean GRY SHOTGUN REBELLION 


Cuampesnon Ecuors_ 


[Ascend the stairs and examine the blazing 












bar surrounding the northwest door on 








the first level. Collect the Red Orbs along 





Phe ramps. Large stone walls block the upper 


famps leading to 2F. Enter the blue door on 





Me lower ramp in the northeast comer of the 





Ghamber. Defeat a min t of enemies in the 





corridor and head to the double blue doors at 


"the southeast end of the passage. 




















Seash the seven statues in the room and 
mike the Orb Crystal to obtain Red Orbs. 


Snike the Demon C 








‘on the wall near the 


trance until the central platform begins to 





Eliminate the Enigmas and Lusts materializing 
in the room, then examine the structures on 
the upper level to learn some valuable clues. 
The inscription on the winch in the side room 
mentions something about lightning, and a 
glimmering object is contained in a massive 


cage. Continue through the mid-level red door 

























“Defeat the enemies appearing in the room to 
unseal the door. Before leaving, jump onto to 
the pipe above the door, and Wall Jump from 
there up to an alcove containing a Blue Orb 


Fragment. 











Proceed through the green. door back to the 
. Chamber of Echoes at the center of the tower, 
Nayigate ‘along the ramps to the double green 


doors on the west side of the tower. 











this chamber become sealed, so there is only one way to go. However, wie 
crossing the central bridge, the stones collapse and Dante is dropped into the Chamber of S 


below. 








Defeat all of the enemies in the Chamber of Sins, and a portal appears in the middle of 
floor, Walk into the portal to be 
Read the 


Orbs. Continue through the tall red doors to the next 


where the doors both un 





sleported back to the room abo 








cription on the pinkish stone, and Wall Jump above the stone to obtain hidden Bees 































Von't Tei. the awesome size of this big insect fool you. 


jump and land right on its 
back again, Otherwise, 
if yousare dropped to the 
floor, moye to the sideline 
qilick before lighting 
strikes. Wall Jump back 


up to the upper platform 





and wait for the Gigapede 





emerge from the hole 
it entered. Jump on its 


back for more rodeo-style fun. 





: 





THEBARS: 


a 
; 


Phen the Gigapede disintegrates, collect the Red Orbs it drops. 
=n head through the south door, Dante finds himself back in 
= Incandescent Space room, in the area behind the bars. Move 
the aleove with a shining object and press © to obtain the 


Sstronomical Board. 








his battle willllikely end quickly. As the Gigapede emerges from one 
OF the holes in the Foom, drop from the higher ledges onto its hae and lash it up witlt'your Devil's Arm of choice, Gigapede 


Ailtempts to counter this by flipping over in order to drop Danté to the ground, If the Ain Hike ability is available, double 





Sometimes Gigapede may 
emerge from one of the 
holes covered in purple 
electric orbs. If so. run for 
cover until all the homing 
orbs are deployed and miss. 
Jump on Gigapede’s back 
the next time il emerges 


from a side hole. 




















DEVILS, ARMS, 
Actions 








(CAME, RAY 


Wal era 


. | 


HE DEVILS 











CERBERUS 


If you hack at Blood-goyles with a 





Devil’s Arm, you may accidentally 







cause them to spilt in half, becoming 


Instead, shoot them with 





a gun until they petrify, then break 
apart the stone statues before they 


regain their protean form. 




















TING TF AND 2F IN 
CHAMBER OF ECHOES 


“e 


Ster the two waves of flying demons are destroyed, head to the south door and return to the 





Seiless Infernum, Continue into the Chamber of Echoes and collect the new Red Orbs along 





semi-circle ramps. Ignore the Red Orbs on the lowest levels of the shaft for the moment, and 








ead to the top of the chamber, Examine the panel just east of the large clock-like mechanism 
insert the Astronomical Board. The stone walls blocking the lower levels from the upper 


-1s are removed, and a pad at the bottom of the shaft begins to glow. 








Drop to the lower levels and collect the shining 
















object on the northwest wall, the Vajura. . 


ES} 














Returm to the lower level of the chamber and 
go through the blue doors to the Entranceway. 
Defeat the new enemies in the corridor and 


return to the Living Statue Room. 





HE SOULOF STEEL 








GC 
r 


Examine the winch in the alcove at the top of 





the Liy 





g Statue Room and insert the Vajura. 
Dante uses it like a lever to raise the cage 
surrounding the glowing object on the raised 
platform. Examine the pedestal to obtain the 
Soul of Steel. Defeat the enemy set that 


appears and return to the Chamber of Echoes. 


AWALK 3: 


5 | 
HE DEVIL'S 9 











WIDDEN ORBS 





Heturn to Che Astral Chamber and jump into 
the high alcove where @ blue Orb Fragment was 
previously located to obtain 1600 Red Orbs. 





CONUS WE VTL 
_ BULBS INFERNUM 


Possessing the Soul of Steel, Dante can now 


‘ht across the chasm in the Endless. 





Tnfernum room. On the south platform is a 





* Cerberus Combo ‘Trainer: Equip Cerberus and 
ssttike the statue with alternating moves until 


the “Alright!” combo level is reached to break 





thé'statue and obtain a Blue Orb Fragment, 
_Sebthe Soul of Steel into the seal covering the 


door and proceed into the next room. 


























SURG GEOR ORT 


es ee 


SECIET MISSION 2 


Evamine the red-glowing skull Face Fresco to 
Dartake in Secret Mission 2. To obtain a Blue Orb 
Fragment in this side action, you must defeat all 
OF the Enigmas without losing a sliver oF life. 
Strike an Enigma until all the others are about 
ready to Fire, then disengage and run away. 
ontinue attaching and Fleeing until all Enigmas 




















Tpon returning to the Surge, strike the Demon Crest on the wall to activate the platform and ride Continue across the crumbling balcony. 


up to the next level in the tower. No one said Dante’s ride would be a pleasant trip, however, 





Smash the barrels and axes hung on the walls 


As the platform ascends, enemies drop onto to obtain Red Orbs and a large Green Orb ei HS 


be lift. The elevator has a weight capacity, that should restore most of Dante’s health. 


sad if more than four enemies drop onto Use the God of Time statue to upgrade and 


© platform, then it falls back to the lower change Style if needed. Proceed through 


vel and the ride must be attempted again. the corroded doors and across the Firestorm 


rickly bash the foes toward the sides of the Chamber until two Gatekeepers, who seem to 


alform. If you don’t destroy the enemies, have taken their heads off and attached them 


= least knock them off the sides so that the to their swords, confront Dante. 












xt set of foes does not add enough weight to 





Sock the platform back to 2F. 


START 











Look brother! 
Tes be 


the room where the elevator arrives, jump into the air near the three surrounding walls to 
Red Orbs. Proceed out to the baleony and jump onto the top of the column to release a 
vad of Red Orbs, 











Quite pro 








bly the first battle that will send you back to the tile’sereen, this intensé 


match might require several attempts in order to learn the timing and patience required 





for overcoming these skillful demon swordsmen, Despite being headless, Agniand Rudra 
both block any attack from the front. The only viable strategy is to jump, Side Roll or 
Dashat the moment they attempt to strike Use the Left Analog Stick to maneuver Dante 
behind cither of the colorful giants and attack them from the rear while they recover stance 
following their powerful rushing attacks and sword slashes. Dante has the opportunity 


to deliver only one or two attatks before the giant turns and faces him again. Continue 





jumping and Side Rolling all around the (Wo adversaries, and look for opportuniti 





strike them from behind. 


There is something to be said for clanging swords with Agni & Rudra, When Dante’s 


» After | 


sword | 


momentarily. The body hunches over as if stunned, and this is a moment when you can 


Sword strikes against one of the monsters’ swords, it weakens their defen 








inst the swords, the monsters will lose their grip and drop th 


slash away and strike up a high combo lev: 





Just keep an eye out for the brother, and 





don’t allow him to ambush Dante from the side. 


When Agni and Rudra leap to the other 





side of the room and begin their charging 
attacks, leap over the first enemy and try 
to goad the second into colliding with and slashing his brother. The two monsters ean do 
each other a great deal of damage, if you can find opportunities to make them accidentally 


strike each other. 


If you kill one brother and leave the other standing, he will soon take up the other sword 





It to tell you how to 





and begin performing some very powerful attacks. Since it is dif 





defeat one of these guys when he wields both swords simultaneously, you must prevent one 





enemy from becoming so powerful. Therefore, keep an eye on the enemies’ health meters throughout this battle. Decimate the health of 


one brother, then focus on attacking the other until his health is at the same level or weaker. When both brothers have just a smidgen or 





less of life left in thei s, defeat one 





brother, then quickly finish off the other 


before he takes up the second sword. 


Upon defeating Agni & Rudra, Dante 


becomes able to wield the dual swords of 





wind and flame. Head for the blu 


he mission. 





to compl 












FAMILY MES ~ 
& a 












TASTER ; EBONY & WORD SHOTGUN CERBERUS i gl § RUORO 


SOARMS. 
2 ACTIONS, 






UTES CODDESS: CHAMBER 
apes OD DES SA CHABE, 


Ssamine the statue in the center of the 


S1, which points toward the pile of rubble 






ing the eastem exit. Move behind the 
Ssiue, jump and land on top of it to uncover 


+ ‘den Red Orbs, Continue through the 


= sth door. 












MEUIOUS AREA ORBS 


feturn through the Firestorm chamber to the 
ture Garden, where the breakable objects near 
the door can be smashed to obtain Red Orbs and 
Green Orbs once again, There are also new Bed 
rhs high up in the elevator room, 





CAMBER OF 
Sac Rp Seeme— 


"Read the inscription on the 











ed stone near 
the door. The wording indicates that you 
need only pass two of the trials to proceed. 
However, if you pass all three, then Dante 


can obtain the Artemis gun. 





Read the colored inscription on the raised 

















Slones at the base of the stairs leading to eac! 
iirial to understand what you must accomplish 
Tnieach. Proceed into the trial and conquer 
Weihe Challenge.to receive a key item. The 
firials are described according to the order of 


doorways from left to right, 


— 


Read the blue placard outside this chamber 
before entering to learn a vital clue. Just like 
the old riddle, the infant walks on four legs, 
the normal man on two, and the old man on 


three: This answer indicates the order of 








doorways to enter within the trial. Go through 
the door marked with four red stones. In the 
next chamber, go through the door with two 
red stones, and finally enter the doorway with 


three red stones. 





























After proceeding through the numbered 
doorways correctly, Dante finds himself in a 
chamber where the Essence of Intelligence 
is prominently displayed. If you make a 
wrong turn, Dante must fight an enemy set 
and start over. Any doorway leads back to the 


main chamber. 


Head up the narrow passage until skewers 


begin emerging from the floor, walls and 





ng. ‘The skewers “travel” in rows toward 
the door, Run left or right around skewers 
coming from the sides, and under spears 
thrusting downward from the ceiling. Jump 
over skewers protruding from the floor by 


holding ® to make Dante jump high, while 


moving the Left Analog Stick forward to give 





his jump some forward are. 


Avoid Wall Jumping or Air Hiking to leap over floor skewers, or Dante will surely land 
next set of skewers. Reach the end of the narrow room, obtain the Essence of Technique 


fight the enemy set that appears on the way back out. 











suust be struck over and over. 






the room in order to make the enemies vulnerable to damage. Otherwise, enemi 


ty the black smoke cannot be hurt. When both Demon Crests are activated, en 


Arguably the hardest of the three trials, you must strike and activate the two Demon Crests in 








sulnerable to attack. The effect lasts only as long as the Demon Crests are active, so the wheels 


As you strike a Demon Crest, the enemies 
are sure to follow Dante and try to interfere. 
When all enemies are gathered near one 


Demon Cr 





t, the other should be wide 
open. Continue striking the Demon Crests 
to make the enemies susceptible to harm, 
and eliminate them as quickly as possible. 
When all the enemies are eliminated, the 
Demon Crests lower back to the floor and the 


Essence of Fighting can be appropriated. 


G THE EXIT AND ARTEMIS) 


Teturn to the Mute Goddess’ Chamber 





sth two or three of the Essence key items. 





Sxamine the front of the central state to i 





Se pieces. The statue fires the Artemis gun at 
« doorway, demolishing the debris blocking 
© exit. Insert a third Essence item to obtain 

Artemis. While this laser gun is extremely 


tive, it is even more destructive while 





Sanslinger Style is active. 











surrounded, 


mies become 








THE DARK | 
CORRIDOR wee — 


Use Agni & Rudra to strike the Combat 














Adjudicator with a variety of moves until the 


“Alright!” combo level is achieved to obtain [INGHA ES] 


















a Blue Orb Fragment, Jump up the wall 






behind the statue to obtain Red Orbs. 







Before going beyond the top of the stairs, face 


the wall behind the last archway to the left or 






right, If Trickster Style is equipped, press © 






to Wall Hike. If done correctly, Dante should 






run up the wall, back flip and land on top one 






of the lower arches. Red Orbs are lined up 









above the 








hes, and you can leap from arch 







to arch collecting them with normal jumps. 





When finished, proceed toward the balcony 


area to complete the mission. 































SHOTGUN HALON CERBERUS 








w that Dante is in a new mission, the Dark 











‘orridor contains all new Red Orbs in the 


Same locations as the previous mission. Wall 





Hike up to the raised archways over the stairs 





ye obtain all new orbs. 








y 
ey 
La 


START! 





“AeFore proceeding to the next area, Wall Jump up to a small alcove high in the wall above the exit where 
“a red light glows. Examine the Fresco to enter Secret Mission 3. The goal oF this eutremely challenging 


a For twenty Full seconds is to bounce ofF 
The heads oF jumping enemies. Lead all the Foes 
“taunt a Flat wall in the room, then jump and 
“tl Jump continuousiy to stay in the air. The 
temies should start jumping toward Dante with 
: certain timing. If you can learn this timing, 
then enemies’ heads and Wall Jumps can de used 
“strategically to stay relatively in one spot high 
“ma the wall until twenty seconds elapses. 











ui 


| 


WHE DEVILS 





From this point on the ledge to collect the orbs as Dante falls. Repeat this while dropping from 


level-to level until Dante reaches the bottom. If you miss any orbs do not worry about it, since 


they can be easily collected on the way back up. 





Tue Diving 


The two statues near the door are re 
stone effigies. The rest of the statues in 
room are Damned Pawns. When the © 
swords wielded by a Pawn glow red, it me 
they are about to attack. Strike Dams 


Pawns from behind to destroy them. 


‘The Damned Pawn at the southern point of 


Library is standing on top of the Orihalie 
Fragment. Take this item and use 4 
glowing pads in the Heavenrise Cham 
to return to 3F, then continue flying upws 
to the top level. Look for a Holy Water 
the level just below uppermost portion of 


chamber. 



























START! 


Move out to the balcony and jump onto the top 
‘the broken column at the edge to reveal a 


ache of hidden Red Orbs. Ascend the stairs 





eading toward the exit. Face the wall, Wall 
Jump and then Wall Hike up to the top of the 
sall. Dante should land atop one of the lower 


sechways crossing the c 





iling overhead. Jump 


s the upper level and carefully jump to the 





ester arch, where a Blue Orb Fragment 
Severs. After collecting the fragment and all 


ther Red Orbs, continue to the next area. 





Sn 


s in the corridor to obtain Red Orbs, and defeat the Damned Pawns in the ascending curved corridor. Examine the doors at the end 





the corridor. The doors are locked and an important jewel is missing. Backtrack a few steps toward the other door. Jump over the small barrier 


» obtain a Vital Star S, then go through the south door. 





LAE 00 seme 


oceed into the room and smash the coffins 
tyle should help raise the combo level high e 


near the burial stacks to obtain Red € Blue Orb F 


en Orbs. Approach the central 

altar to trigger the appearance of several 
5!" Hell: Greed monsters. As long as thes 

Bt 

atures are active, they can summon other 

ies by opening their coffins. Focus on 
inating the Greeds before they create 

overwhelming number of foes. Defeating 


the enemies in the room causes the 
‘ey 


Bibs. © Shriek to drop to the 








Ascend the stairs to the highest level and examine the power machine. Dante sets the Oriha! 
ent in place. The elevator on the lowest level of the room becomes active. Ride the ele 


down to level 1F of Temen-ni-gru. 











URN “EM AROUND 


‘all candelabrum in the room can be used to For 
Dole Diay. Jump toward the pole and press @ to 
grab it and spin around, striking all enemies in 
range. Jump and land on top of the candelabrum to 
reveal host oF hidden Red Orbs. 




















Cursep SKvbLu | 


Smash through the walls blocking the entrance 







and strike the Demon Crest at the rear of the 


chamber to lower a giant ball in the center of SQUIRES) 





the room. Jump on top of the ball and strike 
it continuously until it breaks, dropping 
the Crystal Skull. Defeat the enemies that 
appear in the room and return to the Chamber BESURLN®) ~ 


of Echoes. 














Uhile returning through the Chamber oF Echoes 
to the lift, stop at the God of Time statue and 
change stule Co Swordmaster. This stule is more 
helpful during the battles to come. 














THE FLAMES OF RAGE 


iS the enemies that must be defeated is a Hell 


Return to the Tranquil Souls Room. One of 


New Red Orbs line the circular ramps leading all the way to the top of the Chamber of Echoes. Vanguard, the boss from Mission 2. With 





Examine the door wreathed in flames. Dante uses the Siren’s Shriek to remove the barrier. 







your disposal, this enemy should prove much 
f the Entranceway corridor, defeat enemies and head to the western end to find a Yellow Orb, __ easier to dispatch than previously. Continue 
Possession of a Yellow Orb allows you to continue from the previous room if killed. Head to the backtracking to the Skull Spire and use the 


orroded door near the gate that separates the passage. Copstal Sipull to unseal the westett es, 
















trike the Orb Crystal near the entrance to 
ontinuously accumulate orbs until the stone 
breaks. Cross the raised path and use the 
God of Time statue near the door to upgrade 
weapons and purchase additional Vital 
Stars, if possible. Equip Agni & Rudra and 
sCerberus, Ebony & Ivory and Artemis, and 


repare for a challenge. 












Vergil is by far the most accomplished adyersary Dante confronts during 
the game, In style and speed) fighting him is like struggling against a dark 


version of Dante with some ineredible sword teelmiques. 


Start the battle by running forward to bait Vergil into attacking. Jump over 





him to avoid his slashes, then attack using Agni & Rudra, Yergil staggers 
you slash hin, and you should be able to complete an entire Agn’'& Rudra 


Combo I, and maybe a few strokes more, When Vergil deflects @ blow, 





quickly jump away before he counterattacks. Jump away as he slashes, then 
charge in from his side or rear and attack. Repeat this process of moving 
toward him to fake an attack, jump away, then follow up by attacking with 
Agni & Rudra. The Jet Stream attack (Hold @, move the Left Stick toward 
Vergil and press @) allows you to rush up and strike Vergil before he regains 


his defensive posture just after he attempts an attack. 


‘There are some instances: 
where Vergil does not 
stagger from your blows, 
butinstead shoots forward 


with a devastating attack 








that hits Dante from in front and behind. Sin 





predict whether one or the other will happe: a load of Vital Stars into 





this battle and press upward on the directional pad when needed to recover 


health, Do not allow Dante’s life gauge!ti/ drip below two segments, because 


Vergil can easily finish him off even with that much health left, 


Even better than jumping away, it works best if you Side Roll or Dash to 


Vergil’s lank while he attempts to attack. Other than that, skill is required 





to defeat Vergil, and only practice and pos ing the mission allows 





you to study his moves closely enough to anticipate and rete 


f the battle goes poorly 
and you do not have 
enough Vital Stars to 
continue, stay back from 


Vergil and pump him 








full of lead with Ebony & Ivory. Dodge sudden attacks with Side Rolls or 
Dash moves, especially in the last half of the battle when Vergil begins 
performing cone-shaped projection attacks, The best way to prevent Vergil 
from performing projection attacks is to engage him at close range. as 


described in the previous paragraph. 





AP RENEWED F EAR 


gpl ay a oom 


SUBMIT “Tamas Lon RES 


iP above and a strange membrane sticking up 
from the tissue surface. Strike the membrane 
ptoveause one of the stone tusks covering the 
Nearby exit to retract. Another membrane 

%& Wis located at the opposite end of the same 


Wedge, and one is behind the school bus on 








Mihe lowest level, 








While crossing the lower levels of the stomach, avoid stepping in pools of digestive acid. 
Follow the tunnel below the starting point inward to find another membrane, then Wall Jump up 
ough the digestive tubes to a stone bridge. Cross the bridge to find an Orb Crystal and the last 
nbrane. The seal blocking the exit should then open. Drop to the lower area, jump on top of 


Be school bus and proceed to the intestines. 


Sm0'S SECRET 


Jump onto the deck oF the beached ship to Find a Blue Orb Fragment. Run to the tip oF the Dow to reveal hidden 
fed Orbs. 


The Wreckage OF an ancient ship is Debind the school bus. Smash through the boards covering a hole in the 


I and enamine the blue inscribed stone inside to Find Secret Mission W. This side Foray takes place in the: 
elevator room back inside Temen-ni-gru, where you must knock each enemy set OFF the elevator beFore the 
ext arrives. Ollow the elevator rise to the top oF the shaFt in order Co complete the mission. This bash is) 
certainly easier if you equip Rebellion and use Stinger attacks to knock the semi-inouinerable enemies OFF. 
Che sides, and if you use Dante's neuFound Devil Trigger ability to take out enemies more quickly. Charge 
Shots help as well Secret Mission W becomes unavailable For the rest oF the game as soon as gou leave the. 
Stomach, so de sure Co take this opportunity white it lasts. 




















Leap over pools of digestive acid and make 





your way down the intestine to the Heartcore 


Chamber. Nothing can be done to attack the AGATE 














organs on the other side of the protective 
membrane at this point, so continue through 


the intestines. 
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digestive trac 





gapede begins swimming through the 





torun more quickly if it looks like the monster 
is about to catch up. When you reach the cave 


at the end where the C 





sapede cannot enter, 


either proceed to the next intestinal tract or 





attack the Gigapede and kill it, The massive 
elds 1000 Red Orbs, so this is a 
Hell: 


Envy monsters in the next digestive tube and 





monster 





worthwhile venture! Kill the second 


continue into the next organ, 











NESS hands 


Pe Leviaruay g 
, BED esee— 


Kill Envy monsters in the chamber until the 
central device gathers enough Red Orbs to 
produce the Ignis Fatuus, Takingthe item from 
the central pedestal causes all of Leviathan’s 


internal organs to grow dark, ‘The Ignis Fatuus 











Continue through the intestinal tract, detouring 
down the side passages on Dante’s left to find a 
en Orb and a Cerberus War God Statue. 
rike it with Cerberus until the “Stylish!” 
combo level is reached to obtain a Blue Orb 
Fragment, Run from another Gigapede in the 
next chamber, which empties back into the 


Stomache. 


6605) 


hen 
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The darkened Stomache is now fully of Envy 
Hells, Defeat the monsters and jump on top of 
the school bus to reach the exit, You must now 
make another trip through the first intestinal 
tract to reach the He amber, this time 
in the dark. In the F amber, use the 
Ignis Fatuus to remove the membrane protecting 
Leviathan’s vital organs, and begin the process 


of killing this monster from the inside. 
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The central heart does not become vulnerable to attack until it lifts its metallic lid and exposes a bright green core, only then 


you may strike the core to damage the Heart, The lid lifts from the heart core only when one of the two side organs is temporarily 


defeated, The organ on the 


right side of the screen is easier 





to knock down to zero health 
points than the organ on the 
left. The battle ends when the 
Heart is reduced to zero health 
points, as indicated by the 
longest of the three life gauges 


at the bottom of the screen. 











attacks should knock away any Envy monsters that attempt 

















to attack Dante from behind. Once the organ shrivels up and the central heart 


core is exposed, switch to Rebellion, Devil Trigger and attack the heart core 


until the lid slams shut. The side organ revives at full health, and you must 


then start over. 


The enemy set of Envies 
continuously respayns, but only 


when the last foe of the 





t is 


destroyed. Even if the Envies prove intrusive in your master plan, avoid breaking 


away from the organs to fight them. ‘The side-organs absorb the Red Orbs released 


by destroyed Envies, and use them to power the central Heart’s attacks, The fewer 





vies that are destroyed, the less power the side-organs can absorb. 


If the red organ on the left side of the screen manages to absorb Red Orbs from 


defeated Envies, then the Heart’s lid raises to expose a red core that emits a 





sweeping laserheam. Break away from attacking organs or Envies. equip Rebellion and perform Air Hikes to avoid the sweeping 


laser attacks. If the blue organ on the right side of the sereen absorbs the souls, the Heart exposes a purplish core which releases 


three electricity orbs that follow Dante and explode on contact. Break away from fighting during this attack, and run around 


the area until the orbs dissipate 


or explode on contact with 





Envies. The homing-orb attack 
can be avoided entirely by 
attacking the blue organ on the 
right continuously throughout 


the battle, 
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wa the next. Arachnes are strong monsters that 
are impossible to lift off the ground with 
Attacks. Jump or roll behind them and use 
Wour strongest actions to strike them, Shoot 
With Artemis for greater damage. Avoid tiny 
Mbaby spiders released by defeated Arachnes 
SSW Uintil the battle is over. IfDante walks through 
these: tiny creatures, they attach themselves 
fo’ him and soon burst, causing damage. If 

he attempts to jump while baby Arachnes 
are attached, they explode immediately and 
-knock him out of the air. When all normal size 
Arachnes are dealt with, switch to Ebony & 
Ivory andquickly mop up the tiny baby spiders 

* with rapid gunfire. Jump up high on the wall 
“near the pit’s edge to find a small Green Orb, 


and then proceed to the next hall. 

















Read the inscription on the stone in the narrow portion of the area. Jump and land on top of the 
stone to unleash a swarm of Red Orbs. In the south square, a beam of light emanates from a 
Satue. Crystals placed along the beam’s route bend it different directions. The beam of light 
aust be rerouted to connect the two statues in order to unseal the area. Smashing the crystals 


anges the path of the light beam. 








Jestroy the crystal closest to the statue from which the light emanates, then smash the erystal directly 


low the other statue. The two crystals to smash are circled in the screenshot. If the wrong crystal is 








ed by accident, strike and 





ctivate the Demon Crest at the back of the area to reset the puzzle. 






















SUBTERRANEAN 


Lake 
BO ee 


There is much to doin this large 





a, 80 
start off by heading south and jumping over 
the wall to collect a hevy of Red Orbs and 
a Green Orb in the multi-level area. The 
upper level is reached by landing on the 
wall and using it.as a stair to reach the high 


platform. 











Jefeat the enemies in the Subground Water 
fein and the Rounded Pathway, In the latter 
sridor, avoid the spinning columns on the 


sles of the room, which cause damage when 





ached. 
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mg the: glowing 


7 A 
*¥z-clue on how to sol 


vest from the God of Time statue to the 
rid of the area, and use the thin broken wall 


& sections to jump to the upper level where the the appearance of Arachne. Destroy the Arachne and their 


ae ~ 
al rifle is located. The War God Statue on sitic offspring, and return through the Rounded 7 . Tos 


Pathway to the Subterranean Lake area, 





The words 











In the Subterranean Lake area, enter the 
north cave. Proceed into the Limestone Cave 
and defeat the basic enemies in the tunnel 
Head southeast to where two Red Orbs sit, 
and slide down the slope into a small greenish 


chamber to find a De 








Go through the door next to the God of Time 





statue. Defeat the enemies in the Rounded 





Pathway and avoid touching the spi 


columns on either side of the corridor. 







































Wall Jump back out oF the pit and return to the 
entrance. cross From the cavern entry point is 
@cave branch high up on the wall. Jump up to the 
1 hole and Follow this branch to a pair oF glowing & 
red crystals, Enamine the crystals to Find Secret 7 
Aission 8. { 


In Secret Mission 5, you must smash everything 
in the bar within one minute. Do not Forget about s 
the barrels next to the jukebor and atop the 
canopy covering the bar. New beer bottles are placed on the windowsills and barrels are in the % 
passage and Dehind the dartboards. It may help to Devil Trigger in order to move quickly through the 
bar and smash things more eFFectively. 























REVEAL THE EXIT 


> 


Head through the Limestone cavern until 





pended path reache 











\w ee 


Afiouglt Nevan seems to be waiting for your attack, don’t be tod hasty to approach. 





he lashes out with whirling slash attacks for 


Several momenifs, making her unapproachable. Sometimes she back lips, and sends black waves ac 





88 the ground, inflicting 





multiple hits on Date. When you see her start to flip. move 19 her side or behind her and attack from that angle. Occasionally 










lightning begins to crackle over her head, thenvon the ground, Air Hike, if possible, to avoid damage when the entire floor 
area heeomes electrified. Other 
electric lightning bolt attacks 
can be dodged by running left or 
right aronnd the purple charges 
as they approach. Nevan 
whispers verbal warnings hefore 
all of her attacks, so avoiding 


damage should become easier 





if-you listen forher threats. 





Attacking Nevan is difficult when she is near the entrance door or on the opera 


stage. When she moves into the central area, you have a better opportunity 





fo attack. Watch out for her whirling and back flip attacks, and strike her 





repeatedly. 


As you strike Nevan, the 
column of black smoke she 
stands on grows shorter, When 


hersmoke column is completely 





ind Nevan stands on 








the ground, she becomes vulnerable to damage. Devil Trigger and attack her 





with everything you haye while her defenses are down. As soon as she regains 


her smoke column and zips away, press @ to exit Devil Trigger, Always use 





Deyil’s Arms to attack Nevan, since all weapons seem to have little effect. 


Repeat this process throughout the battle in order to defeat her. When Nevan’s 


health gets below half, she adopts an additional attack. Sometimes she volur 





ily 








lowers her defenses and goes after Dante, If she manages to catch him, she 
drains his life and replenishes her own. To prevent prolonging this battle, either 


strike her or jump away at the moment she attempts to seize Dante. 


When Neyan is finished, Dante’ 


obtains the bizarre guitar axe 





weapon also named Neyan. 
The entrance of the room 
remains sealed, so head for the other door in the Sunken Opera House to 


complete Mission 9. 





Dante begins the mission on the small ledge 

rom the main portion of the Limestone 
fave mine the altar at the end of the 
short path section to obtain the Stone Mask, 
Return through the Sunken Opera House to 
he other side of the caye, defeat the enemies 


slong the route and exit the cavern, 


Use Nevan to strike the War God Statue in the 
Subterranean Lake area. Nevan isa hard weapon 
sith which to chain combos. If Swordmaster 
Style is active, the weapon is easier to handle. 
Refer to the Deyil’s Arms and Actions and 
Styles chapters and familiarize yourself with 


he usage of this unique item. 
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TING THE WATERS 


xamine the glowing fresco near the lake’s 


Mn Secret Mission 6, Dante has thirty seconds to collect Forty Red Orbs in Leviathans’ Stomach. The em 
possible way to accomplish this is with Nevan's Hir Raid ability. Once you gain the power oF Flight, saw 
Uhrough the stomach and collect Red Orbs as Fast as possible. Jump From the upper level to collect te 
Upper strata oF orbs, then drop to the ground, Wall Jump up and collect the orbs on the lower strate 
Lonsume White Ords to prolong the amount oF time Dante spends in Devil Trigger mode. Vow may Fee 
‘That even With Che Mir Raid ability, you may not be able Co complete Chis side gambit until Dante's dew 
Trigger meter is the maximum length. 


edge and insert the Stone Mask. A bridge 
rises in the lake, Follow the bridge out to 
the central platform and examine the altar 


to obtain the Neo-Generator. Examine the 


Pobject on the north side of the statue to find 





OB 
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| ROTATING THE BRIDGES: 





Return to the Rotating Bridge room with the 
Neo-Generator. Dante rearranges the bridges 


so that he may cross to the northeast sector of 





the Forbidden Land. 





=) 
> MLLokans 


En route back to the Rotating Bridge, Dante is sealed 
inside the First Rounded Pathway with several Dultah 
These Floating guardians pass back and forth in the 
attempting Co strike Dante iF he is jumping or Flying. 
Strike Chem From behind to disable them and unseal the 
oom, Revan bat summoning abilities are particularly 
effective when dealing with dul 
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After changing the bridge layout in the Rotating 
Bridge room, exit through the orange door at 
the entrance. Wall Jump up either wall beside 
of the door and strike the Orb Crystal on the 
platform to release a bevy of Red Orbs, Jump 
to the eye of Leviathan’s dead carcass to reveal 
a hidden group of Red Orbs. Return to the 


Rotating Bridge chamber and cross the bridge. 








Before starting this mission, purchase 
* ihe Air Hike action for Agni & Rudra 


br equip Rebellion, with the same 


gability activated, instead. Navigating 


among the gears without the double 
WP jump ability is extremely difficult. 
7 Defeat the Engimas and head for the 
door. Wall Jump up to a ledge near 

+ the exit to find a Devil Star. 


a 8 * 











fir Hike up to the side platform where one oF 
the Engimas was perched, then equip Nevan, Devil 
rigger and Air Raid. Glide around the top oF 
the room Coward the enit, then Fly to the nigh 
Halcony where a red gear churns. Examine this 
Sear to Find Secret Mission 7. 


The objective oF this sud undertaning is to 

tavigate around a large area to reach the Blue 

Heh Fragment on the other side, within thirty 

Secnds. The only way to reach it in time is by staging 
 Levil Trigger mode as long as possible. Since you must use Devil Trigger to reach the nigh platarm 
m the gear room, recharge the OT gauge by Failing this mission several times just For the opportunity 
kill the enemies and recharge the gauge. Once the gauges are Full, start the mission, Devil Trigger 
Mi run Chrough the area as Fast as possible. When Devil Trigger power runs out, use a Devil Star to 
recharge and continue toward the Blue Orb Fragment after triggering again. If the Devil Trigeer gauge 
His been upgraded several times, there may not be a need to use a Devil Star. 
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Air Hike to the pipes | 
Blue O 


high alcove. 


At-the entrance, 
overhead, and collect the 
ment in the Proceed 
zh the corridor until Soul Eaters appear, 


inate all of the Soul Eaters to proce 








are ready to strike or they aré touched. The 
best method of dispatching them is to equip 
id touch the 


the Spiral ri porous clouds 


to make the Soul Eater take gelatinous form, 
Shoot them with the Spiral to eliminate them. 
If a Soul Eater sei inte and lifts him off 
the ground, Devil Tr to break free of this 
grip and interrupt the ature’s life drain 


attack, 
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EXamine the bloody altar at the back to learn 













clue regarding the puzzle that must be 





ved in this room, To the left of the altar, 
swords protrude from a statue. Wall Jump up 
and land on the swords, then use them as a 


springboard to reach the balcony level 































Stand behind the small stone column and 
strike it repeatedly with a Devil's Arm to 
Slide it across the balcony. Direct it toward 
the space in the north wall, over which a red 


¥Bem shines. Another one of the faces on the 


altar below begins to weep bloody tears. 





Navigate around the baleony to the southeast 
corner. Look for a fissure in the wall at the 


sh the wall to al another 





corner, Sn 





trike the small column from: 





small stone. S 
behind and drive it north into a space in the 
wall below a red gem. With all three faces on 
the altar crying blood tears, the hidden exit is 
revealed, Defeat the Hell Vanguard and Soul 
Eaters that appear to unseal the exit, and 


proceed to the next area. 














Descend to the train platform and strike the statue to knock it aside, revealing a chute throug 


which Dante can drop to the lower level. Collect the Green Orb and Holy Water, then Wal 


Jump off the gargoyle face to get back to the upper level. 











An Agni & Rudra War God Statue in a small 
space under the stairs must be struck until 
the “Showtime!” level is reached in order to 


obtain a Blue Orb Fragment. 





MOVE THE STATUE QGgIN es 


Find hidden Red Orbs. 


Strike the statue to move it one slide Further west on the train platform, then jump on top oF the statue te 









"BOARDERS: 


juring the trip to the destination station, wagons full enemies pull alongside 


Dante’s ride. While eliminating enemies, press ® (down on the Left Analog 














Stick) to target Enigmas and Wraths on parallel running trains and shoot 


em continuously with Ebony & Ivory to destroy them, Dante arrives at his 











-stination only after all enemies are destroyed. Use the Godjif Time statue at 


e second dock to upgrade weapons and extend gauges before proceeding, 
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Head toward the glittering object on the 
of Dant 
during this battle. Jump toward Beowulf’s face and. pre: 


altar to trigger the appearance 





e helps a great deal 





s largest opponent yet, Swordmaster Sty 
® repeatedly 





to attack Beowull’s one glowing eye. As lie staggers in painy drop to the 
ground and chain combo attacks at his side or flank. Jump away or side roll 
whenever Beowulf raises his fist and slams it into the ground, then jump 


up to attack his one good eye again whenever he rises to full height, 


When Beowulf crouches 





on all fours and bounds 





away, lock-on and shoot him continuously from a distance with Ebony 
& Ivory. Beowulf stomps on the ground repeatedly, causing large tower 
like structures to fall. He then kicks these toward Dante. At a far enough: 
rs. Each tower 


range, it is easy to Side Roll left or right to avoid these towe 








releases Red Orbs when it breaks apart. 


After Beowulf’s health 
meter drops to half or less, 
he becomes much wilder and follows Dante continuously. Hop away and use 
Ebony & Ivory to carve him up. Ayoid trying to rush the kill, and patiently 


look for opportunities to leap toward his head and perform aerial attacks, 





Strike him from behind onee, then jump away to avoid retribution, 


After the battle, move toward the glittering object upon the altar to 


complete the mission. 
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urchase as many Vital Stars as you 
an afford before this mission starts. 


While Dante holds the Haywi 








Generator, he remains in perma 
Devil Trigger state but his life gauge 
Montinuously decreases. The Rotating 
Bridge room must be reached before 
Dante's life drains completely. To 


prolong life, you must kill) enemies 





between the Torture Chamber and the 
Rotating Bridge room in the hope that 


“they will drop Green Orbs. 


START! 


































Kill enemies without taking damage all 
while riding the Temperance Wagon, and 
you should be able to maintain a high life 
zauge throughout the trip despite constant 
Jepletion. Returning to the main Temperance 
Wagon dock, Dante’s constant Devil ‘Trigger 
state makes it easier than ever to strike the 
Agni & Rudra War God Statue under the 
stairs and break it to obtain a Blue Orb 


Fragment, if you did not already do so 





Juring the previous mission. After smashing 


the adjudicator, knock aside the statue on 






the platform and drop to the lower level to 


acquire a large Green Orb. 











The enemies inside the Altar of Evil must be 





defeated in order to unseal the doors, Because 
he foes are evasive and tricky to kill, Dante’s 
ife gauge can be severely depleted while 
accomplishing this. The Blood-goyles in 
he next few rooms do not provide enough 
sustenance to keep Dante going either. After 
escaping from the Altar of Evil, consume a 
Devil Star and dash through the next few 


areas as swiftly as possible. 







Defeat Prides, Lusts and a Hell Vanguard in 
the Marble Throughway to unseal the doors. 
Chop up the smaller fish to keep your life 
gauge high enough, just in case the Vanguard 
manages to hit Dante with a surprise slash. 
Once the Vanguard is defeated, the doors 
unseal. Quickly return to the Rotating Bridge 
area to drop the foul Haywire Neo-Generator. 
With the bridges rotated back to their default 


state, cross the bridge and go through the 
blue door. 


$ CoRRIDOR, 


After using several Vital Stars to get through 











the last few moments, it is nice to find a Vital 
Star L lying on the ground. Use the God of 
Time statue to purchase more Vital Stars if 
needed and descend the spiraling stairs to 
level B2F. 




















Plimp Ebony & Ivory ceaselessly at the 
Aemon-horse drawn carriage and animal. 
Equip a weapon like Rebellion or Agni 
& Rudra, and use Air Hike to jump 
foyer Geryon when it charges. Continue 


blasting it as it pushes on, disappea 





then re-materializes on the other end of 
the bridge. When Geryon stops. Devil 


Trigger, charge forward and strike the 





beast as much as possible. Geryon rears 
back when-attacked, then drops back to the ground and charges forward again, Break off attacking and Air Hike over the horse and 


carriage when it is about to take off again, or Dante could be brutally trampled underfoot. 


Repeat this process until Geryon passes by several times. The bridge gives way, and 
Dante and foe are dropped into the massive Underground Arena. Pepper Geryon with 


bullets as it circles the arena, Side Roll to avoid missile attacks, and Air Hike over the 





horse and carriage yon attempts to fishtail into Dante. 


When Geryon comes to a standstill, Devil 





rigger and rush at the carriage. Jump on 





{op of the carriage and continuously strike 
the covered top. Even if Geryon continues 


circling the ar 





, Dante goes along for 


the ride! 





Occasionally Geryon disappears and recommences charging attacks, as previously done 





on the bridge. Continue shooting it as much as possible, but focus more on Air Hiking 





out of the w 





. When Geryon’s health meter is reduced to half or less, it creates large, 
red bubbles that float toward Dante. If a bubble touches Dante, time seems to slow to 
a crawl. Geryon escapes, and a ring of 
spears appear around Dante. Jump out 


ffect 





of harm’s way when the quicksilver 
wears off, Chances to attack Geryon occur 
less frequently, so stay out of harm’s way 


until the horse-drawn carriage comes 





sereeching to a halt. Jump atop the 


riage again and bash the top of it until 








When Dante finally defeats Geryon, he obtains the Quicksilver Style. With this Style 


equipped, it’s possible to speed up and make it seem as though enemies are almost frozen 





in time! Collect the Red Orbs and Green Orbs Geryon drops, then head down the long 


corridor toward the exit. 


EC AOS WARM UELCOME 


BIOGRAPHIES 


Destroy the Damned Pawns and Damned Bishops in the Effervescence Corridor. 


Nevan’s bat-summoning techniques are especially helpful Bishops. 




















Lux-Luminous 
(CORRIDOR pom 


jéase hidden Red Orbs. As you descend the spiraling stairs, 
gnore the door across from the entrance 


Stand in front of the archway across from the entrance and A © up to the top of the arch 


shts is red. Examine the red wall sconce to find Secret Mission 8. 
continue down the corridor. Go throu 


reddish colored door and defeat the I 





men in the Lux-luminous ( Jor, At 
southernmost end of the corridor, Wall Jun 
to the glittering object stuck in the cei 
obtain a Devil Star. Proceed up the cons 


and enter the first set of brown double doors 











DeFeat all oF the enemies that appear in the Underground Arena, including Five Orachne, a giant drachne 
ant Cuo Hell Vanguards. It's harder than it sounds! Stay as Far bach From enemies as possible and 
Continuously Fire Ebony & Ivory. It may Lake a while Chis way, DUC at least you won't die Crying! 





Head to the northeast corner of the roc 
look for a glowing fissure in the wall at the om 
Strike the wall to smash through and reve 
crystals and a second statue in the f 
beyond. The beam of light must be redirecte™ 
that it goes down the side hallway and con 


with the statue behind the iron 




















Tn the main room, smash the central crystal 


in the second row from the Demon Crests, 





and smash the crystal near the side corridor. 
Go into the side corridor and smash the 
second crystal to connect the beam of light to 
the statue. The crystals you should smash in 
the main room are shown in the screenshot. 
When the beam of light is directed properly, 


the gate in the side passage opens and Dante: 





can now reach the Orihale: 


‘nthe site corridor of the Vestibule, jump up Co land inside a hole in the west wall. Examine the skull 
With slowing eyes to begin Secret mission 9. in this intense mission, Dante rides the Temperance Wagon 
and enemies attack as usual. Shoot enemies Chat remain on the wagons running the parallel rail, before 


they escape the area. dress © (press down on 

“the Lert Mnalog stich) to switch aim as needed, 

“4nd target Wraths carrying soul bombs to blow 
them up and Cake the other enemies with them. 
Arter blowing up three or Four wagon's worth oF 
“foes, the next Few wagons pass by swiFtly and 
Have only one of Cwo Wraths riding them. Devil 
rigger to make your shots count, and don't let 
any Uraths escape! 




























age. 


Return to the Lux-luminous Corridor and 
blast through more Damned Chessmen. to 
the northernmost door, In the Obsidian Path 
area, use the God of Time statue to switch 
to Swordmaster Style and equip Neyai “if 
needed. Purchase every possible action for 
Nevan, including Volume Up. At the far 
end of the long corridor is a Nevan War God 
Statue. This is by far the hardest adjudicator 
to overcome, since the combo meter must be 
raised to Stylish while using Nevan. If you 
are not at Swordmaster Style level 3, then 
nd Devil 


over the 


raise the meter to “Alright!” ley 








‘Trigger to push your jam ses 

















| PREPARATIONS FOR ANOTHE! 


P is 


| BROTHERLY MEETING 


















“*Retum to the God of Time 





ue and equip Agni & Rudra, or 








Rebellion if you prefer. Equip your choice of Swordmaster or 





Quicksilver, since both Styles work well. Consume the White Orb 
in the corridor to recover Devil Trigger power, then use the Orihalcon 


to unlock the massive doors leading to the next chamber. 





ee 
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Wergil now lias his choiee of using his Yamato Katana or the Beowulf 





the air, pausing for second and then he comes 





diagonally down toward Dante with a slicing 


kick attack. Typically he follows this up with 








a few attempted punches. Leap. over Vergil 
while he attempts these attacks, then lash 
+ out with the most powerful attacks of Agni 


attacks, 





& Rudra. By attacking right after h 





it is possible (6 cause him to stagger around 
for several seconds while you chain together 


séveral combos. 





power mode. Ifyou want a little payback, wait 


until his Devil! Trigger wears off and dodge his 





next attack, Devil Trigger and tinlad on 


in a big way. 


Repeat all of the strategies listed above to 
defeat Vergil. In all likelihood, with highly 
upgraded weapons, you should have less 


iMouible fighting him this time than the last. 





of the battle. Vergil’s attack siyle is completely altered when he uses Beowulf. Although he may land an attack, there is a split second in 


which to leap or Side Roll away before he lands the next blow. Howey 








When Vergil loses roughly one third of his power, he learns how to Devil Trigger. Whenever Vergil Devil Triggers, avoid his attacks and stay 


eat of him, He cannot be forced to staggeryand his attacks are twice as damaging, Do not even try to inflict a hit on Vergil while he is in 











Devil's Arms, the latter of which is his preferred weapon for most 





et, he typically begins most attacks using Beowulf by leaping into 





If Vergil attacks with the Yamato instead, try to 
clang swords with him by striking at the same 


time he attempts to strike. The first clang may 





not stun Vergil, but the second clang should. 
When you see Vergil stagger back a step, 
start unleashing combo attacks on him, While 


unleashing combos, activate Quicksilver, if that 





is your preferred Style, to slow time so that you 


can inflict that many more hits upon him. 








i 2 bi Sil. 








Vergil 














Head south to the edge of the pit w 





was last seen to obtain Beowulf, Equip the 


Beowulf gear immediately at the nearby God 





f Time statue. A Beowulf War God Statue 


blocks the eastern door, Strike it and raise 





the combo meter to the “Crazy” level to 
remove the obstacle and obtain a Blue Orb 
Fragment. Proceed to the next room, board 
the Underwater Elevator and ride to the 


surface. 





START! 





ORBS HIDDEN IN THE RUINS 


Move down the ruined corrider to the point where the 
fast Nevan lar God Statue once stood and Wall Jamp 
Upward to reveal hidden Red orbs. 









zo through the door, 


in the broken section of the old Obsidian 
Path, head down the ledge past the door and 
Wall Jump up at the corner to reveal hidden 
Red Orbs. Upon setting foot in the Altar of 
Evil room, dispatch a set of Blood-goyles and 


ontinue north through the side exit. 





The Forbidden Land is now completely rearranged due to recent events. Portions of rooms from 


the lower levels have rise upward and become part of higher levels. Collect the Red Orb and 











‘This area is a maze of gates that open only in 


a certain order. Proceed toward certain gates 


to raise them, By clearing the enemies that AIO UaTE 


appear in certain chambers, the gates of the 





central red-lit area open, then youmay proceed 


toward the exit. Start by moving forward 


through two gates to a bluish chamber. 





From the blue chamber, head to the right 
toward a greenish room. Defeat the Damned 
Chessmen that appear to unlock one of the 
two gates to the central red-lit area. Now 
return to the blue room and go to the pink-lit 
chamber. Defeat the Damned Knights in the 


pink area to unlock the gates. 








SANE 
TeOMeeeee 





Descend the steps and move the statue aside 
to absorb a Green Orb, Board the moving 
platform. Defeat enemies en route to the 


other station, including a Hell Vanguard. 

















‘corner of the area to obtain a Vital Star S. 


fter defeating the chessmen that guard the 


the 


ehamber until chessmen arrive, and destroy 


“them to unseal the gates. 








From the red chamber, head toward the 
hexagonal room that does not have a glowing 
circle and proceed into the next chamber. 
Defeat one last set of chessmen and proceed 
through the final gate to obtain a Blue Orb 


Fragment. 












Move to the right side of the entrance, Wall Jump up the wall and then Wall Hike into a == 


passage where Dante can obtain a Green Orb. Jump atop the formerly-inscribed stone in = 






center of the area to release hidden Red Orbs. 


Defeat the Enigmas in the Subground Water 
Vein, then head all the way around the area 
to the north door. The exit leads to the bottom 
passage of the Top Obsidian Path area. Defeat 
the Damned Pawns and Damned Knights 
blocking the corridor to reach a Vital Star S. 
Then return to the Subground Water Vein and 


step into the glowing blue portal. 


eg 
_reeseeeee, 











Journey back toward the starting point of the 
game. Smash all the objects inside Bullseye 
to obtain Red Orbs. Continue through 66 
Slum Avenue to the front of Dante’s Office to 
find a Yellow Orb and a large enemy. set. 


Return to Love Planet and head north toward 


‘Temen-ni-gru. 








Jump up to the left to collect a trio of Red Orbs, then jump up to the rooftoe 
the right side of the street to find a Holy Water. Jump and land on the top comer of the tr= 


ache of hidden Red Orbs. Approach Temen-ni-gru to complete the mission 


a ses ad ped 


val ri ass 


i 





















The Fallen are angelic-looking demons that float around the area, attempting to lance Dante 












ith their powerful spears. They only become vulnerable when the massive skeleton face that 






*** “comprises their torso is revealed. Shoot them Continue through the Devilsprout Lift area to a 
Forbidden Land; Front. Strike the new Dess= 


continuously with Ebony & Ivory while their =. 
wings are open. When you see an opportunity, Crest near Leviathan’s care 


the new tower's 






s to action 






machinery, Now return to = 





jump toward a hovering Fallen and perform 






Petal’ combos Guin Devils Ane Navan Provisions Storeroom. Strike the newly reve 








Demon Crest on the wall to rotate the 





aerial slash attacks are particular helpful 






“against The Fallen. Defeat both Fallen to portion of the tower. After the rumbling s 





head through the door with the tri-colored = 





PUnseal the doors and proceed. 






















eowulfis a great Devil’s Arm to use against Arachne, as long as you avoid standing 





one spot 
Go long. Strike a few times, then jump out of the way of the inevitable retribution. Wall Jump to 


PF ethe top of the room at the pit’s corner to find a small Green Orb. 








GEARS OF 
SDADDES Scene — 


‘The gears in the room now rotate, and the == 


edges of the gears can be fatal if touched. } 






onto the first gear and defeat the Blood- 
in the room. Ignore the new Demon Cre 


now, and continue to the next area. 


Ascend the stairs and examine the elevator 
control switch. Three objects are missing from 


the device. The objective for this mission is to 





find the three Orihalcon Fragments that power 
the lift. 








Alurar oF 
Ea Pe HUS RY 


Proceed through the hallway and obtain the 
















Orihaleon Fragment at the end. Stop in 
front of each set of moving blades, learn the 
timing, and move past the blades just after 


they slash through the corridor, 








TO" 
TEMEN-NIGRU WEST. 


iS 





Return to the Gears of Madness room and 


strike the Demon Crest on the wall to rotate 





the outer section of the tower, Exit through 


the door with the tri-colored seal. 





Rounpep Paraway anp 
PROUWSIONS a STOREROOM me — 


Head through the passage, jumping over 
the spinning columns. The Dullahans are 
optional enemies. Since they pass over the 
dangerous spinning columns, defeating them 
is optional. Continue into the Provisions 
Storeroom, defeat the Arachne and giant 
Arachne in the room, and then collect the 


Orihalcon Fragment. 


Return to the Rounded Pathway. Strike the 
tri-colored Demon Crest in the alcove to 
rotate the outer tower, then continue through 


the passage to the exit at the opposite end. 






























Collect all the Red Orbs in the area and head through the blue door, When jumping over the 





pbiining blades in the low corridor, press the & button only lightly so that Dante “hops” over 
the blades rather than leaps. Otherwise, Dante might rise too high and collide with the spinning 


blades in the ceiling. Collect the third Orihaleon Fragment, then absorb Green Orb near 


the door. 
























TURN TO" 
HUMAN WORLD. 








Return to the Top Subterria Lack area = 


strike the tri-colored dial to rotate 


outer ring of the tower. Head through 
Marble Throughway to the back pore 
of the Devilsprout Lift area. Descend a 


spiral staircase to reach the Undergre 





Arena, where Blue Orb Fragment car 








obtained. The south pa: Is back om 
to 13" Avenue and the city area, where ma 

of the Red Orbs from the previous mis 
have reappeared, When done with this <= 
foray, retum to the Underground Ares | 
and jump onto the circular platform, wh 


carries Dante back to the upper level. 








ACTIVATING TIE 


| DEVILSPROUT LIFT. 

Return to the Top Subterria Lack area = 
strike the tri-colored dial again, so t= 
the outer ring rotates one last time. Reta= 
through the Provisions Storehouse to 
Devilsprout Lift, and use all three Oriha 
Fragments to unseal the device. Ride the 


up to the next mission. 

















to unseal the south exit, Head for the red 


door in the northwest corner of the area, 









‘Two holes are carved into the door, 
re etched above the door, 



















Defeat the enemies in the Entranceway 
$SForidor and go through the north double 
Woors. Hack up the demons in the Cursed Skull 
Chamber and collect the Devil Star. Return 
fo the Entranceway corridor and go through 


* 
fee Pete fissure in the wall at the westem end. 
- 











a 


Read the inscription on the powderblue 
s. The 


sts 


stone between the two Demon Cre: 





objective here is to strike both Demon Cr 





and lower two tic balls on chains. Next, 





t you must knock the two balls together. Move 
é to the outside edge of one ball and strike it 
“with Beowulf. Allow the giant ball to swing 
back toward Dante, then strike it again. Two 
attacks should give the ball enough swing 
@ that you can dash to the outside edge of the 


other ball and knock it toward the other in 





the center. 









When the giant balls collide, the gate blocking 
access to the Onyx Moonshard opens. 
Taking the item triggers the appearance of a 
large group of enemies in the chamber, Defeat 


them and return to the Sun & Moon Chamber, 





Insert the Onyx Moonshard into the standing 


stones near the sealed door, then enter the 


blue door northeast of the elevator. 





Fight through the Living Statue room to the 
Waking Sun Chamber. Strike the Demon 
Crest to lower a massive swinging ball. Jump 
on top of the ball and pummel it with Beowulf 
until it breaks. A massive section of wall 
‘ake 


the item and defeat the Damned Chessmen 





slides away, revealing the Golden S 





that fill the room. 


Return to the Sun & Moon Corridor and insert 
the second piece into the standing stones to 


remove the barrier blocking the south door. 








nd so there is no enact solution For this puzzle. 


the beam OF light to the crystal where 
ie light is bent toward an invalid direction, 
bart (wowing at what direction the light would i 
Gravel if the nullifying crystal was removed. IF } PN 
ithe light trike another crustal or another WALKREROUCHE 
tue, then that is most likely tie crystal to oo 
| 

















Stay near the entrance and allow the Blood- 








F-Boyles to swarm around Dante. This way, the 


Engimas positioned on the rubble further in 






the room are unable to shower Dante with 





blades. Once the Blood-goylesare dispatched, 
jump up to the top of the rubble and slay the 
.Enigmas, The Wall Jump continuously up 


ifrough the hole in the ceiling. 









ar 











Suncing MuyROUCH LEVEL. 2 









Stay clear of the large hole in the ground by leading the enemies toward the exit to take them on. Afterward, proceed through the Endless Inferntum 
and ignore the Red Orb floating over space. A missed jump leads to a drop down to the Chamber of Sins on the level below and you must re- « 


navigate the entire level. Defeat more enemies in the Giantwalker chamber and continue. In the Incandescent Chamber, collect the Vital Star S 


from the aisle between the gear works and continue into the Divine Library. BIOGRAPHIES 















Straight or Jét-Stream attack to dash up to her. Continue pounding on her until she fires the grappling 


Plade offer rockét launcher and pulls herself out of sight. She typically drops a grenade as she flies off, so jump away and 






Guickly find her again. She may be atop one of the bookcases on the oute! she may just be on the other 






side of the Divine hibrai 







reloading, Although Lady 


has ‘virtually no combat 






ability with which to 






séverely damage Dante, 






@avoid her rapid-fire bullet 






attacks, grenades and 





Use the Lift Portals to soar upward to the top of the tower. On the top level, move to 


“Fhe debris just left of the exit door and jump onto the first piece of fallen rock to reveal 


hidden Red Orbs. Then exit through the door to complete the mission. 





~SWORORISTER 


Jump up to the alcove high above the door to obtain a Vital Star §, Head around the comer and 
perform Air Hikes to reach the Red Orbs high up above the archways. Head north to face a 


deadly challenge, or go through the large double doors to continue. 





Use the cubes in the room to reach the mid- 


TRI Alc OF THE level door in the room. This is easily achieved 


by jumping on the stationary central cube in 


AD ARRIOR ihe: room), then jump: onto the rising cube: 


Air Hike jump to the next rising cube, and 














"Ns with the trial that previously took place inthis tide the object as it moves upward in order to 
rodm, the enemies appearingin this chamberare reach the platform in front of the door. 


resistant to harm unless both Demon Crests are 








‘ activated. This is also true for the Hell Vanguard 


appearing after the set of normal foes. Defeat all 
na Yellow Orb. 














*Gon-Cuse 
WCHADBER meme — 


Strike the Orb Crystal at the back of the 
thamber fo, obtain Red Orbs until the stone 


* shatters, Equip Beowulf and attack the War 





God Statue and raise the combo level to the 







howtime!” level to obtain a Blue Orb 


[he Swordmaster Style must be 





Fragment. 


active to achieve breaking the statue. 



























Defeat the Enigmas and Hell Vanguards to unseal the room. Proceed to the Azure Garden and 
smash the objects around the door to obtain Red Orbs and Green Orbs as usual, Head to the 
hexagonal room at the other end of the balcony to obtain a Blue Orb Fragment, 


Se 


is ——r or gy 
LeBwseeeeeee, 





Return to the God-cube room and Air Hike toward the four-cube platform on Dante's right. 





Momentarily, a cube should slowly spin downward. Jump onto this cube, then jump as needed 
while the cube flips over to stay on the top side. ‘This cube changes direction in spin, but by 


staying on top of it you can easily reach the top door in the area, Like everything else in the game, 








all it takes is practice 











a 


unseal it, then continue into the Trial of Skill. 


The"€pears start emanating from the floor, 














walls and ceilings in. waves. Except this 
tid, the spears come from two directions at 
. once. The window for Dante to jump through 
is much smaller, but should be easy to get 
through with a'single jump over the skewers. 
Govout to the balcony and jump onto the Lift 


Portal to soar upward to the next level. 


“~*Head up the one remaining stairway to the Trial of Wisdom. Defeat the Arachnes in the room to 


Pincu-Buack 
MOD eerie 


Air Hike or Wall Hike up to the archwe= 





above the stairs to obtain Red Orbs in tt 
usual positions. Jump on top of the low= 


archway where the goddess statue on the = 





shines, Examine the shining goddess state 


to enter Secret Mission 11. 


his secret mission basically transports om 
Dach to the room Full oF skewers. The stemem 
rise in wave pattern much Faster than am 
Other time. Reach the other side oF the roem Me 
jumping through the open holes in the walts a 
Heedies to reach the Blue Orb Fragment on te 
ther end oF the corridor. 


























[a 
| 
TOP OF TEMEN-NI-GRU 





Smash the objects near the entrance to obtain Red Orbs, and defeat the hellish-looking Abyss 


monsters in the corridor to unseal the exit. Cross the Moonlight Mile and use the God of Time 





statue to upgrade weapons and improve Dante’s life and Devil Trigger gauges. 






Dark-Pacr 
CHAMBER ~¥ 


Proceed up the slope. The path is blocked by | 








a kind of space- Step into the window to 


confront your deadly shadow. 















ge 


Dantes shadow is a. patterned 


























hoss. Once you’ identify and 


follow this pattern, he is, easy to 








defeat, Strike one of the caged 
semi-globular lights on the outer 


wall of the a After striking 





a semi-globe five times with 
Beowulf, the light turns on. ‘The 


tick is to turn on the light when 





the Doppleganger is in range, so 


that he is blinded and stunned momentarily, allowing you to perform a combo attack. Therefore, if you are using Beowulf to strike 





the light, hit it four times and wait for the Doppelganger to come into range. Strike the globe for the fifth time to turn it on and 


blind the shadow, then attack, 


The Doppelganger may start to attack before you have set up the light correctly. 


ir Hike away from the light and back 





If the shadow starts to Dash toward Dant 
toward the center of the area. When the Doppelganger leaps toward the center, 
run back toward the light and continue striking it until it is set up and ready to 


blind the Doppelganger. 


Although the Doppelganger cannot enter the light, it can create a massive pool 
of black energy under Dante, which soon bursts upward. Jump away from these 


pools of light. and head for another one of the lights on the circular wall. 


Repeat this pattem until the Doppelganger’s life is gradually whittled away. For 
det 


allows him to create a mirror image of himself that attacks the same target twice 





ling his shadowy self, Dante acquires the Doppelganger Style. This mode 


al once, inflicting double the damage. Portal back to ‘Temen-ni-gru and continue 


1b the top of the tower to complete this mission. 


~ SUIT AN & OR ALO, 


Dannep-Cuess.Boarp— 


Proceed across the 
Unsacred Hellgate seSBee, 
area and jump through 
the shimmering mirror. 
Dante is caught up in 
Hell's idea of chess. 
The pieces move one 
ata time, and attack if 
Dante is on the nearby 
square, The pieces are 
only vulnerable while 
active, and turn gray 


and invulnerable when 





another piece is moving. 
Theexceptions of course 
are the Damned King 
and Damned Queen, 
who move whenever 


they want, 


Just like in chess, the target piece is the Damned King. Wheneverthe Kingis 
attacked, another piece automatically switches places with it. However, once 
the King starts moving around, it never becomes inactive or invulnerable, 
Therefore, if you keep 
going after the King 
and eventually destroy 
it, all the other Damned 
Chessmen crumble and 


dissolve as well! 












































SECHET MISSION [2 


In this secret mission, you must navigate upward tuo levels through the God-cube room. Only there am 
Feuer cubes Co jump to, and serious Trickster sbills are required. Equip Dante with Nevan and anotie 
Devil's Orm that has the Air Hike ability, such as Beowulf. Purchase the fir Raid ability For Nevan, iF ge 
Have not already. Equip the Trickster Style, and Fill Dante's Devil Trigger gauge. To change equipmen 
and Style mid-mission, use the God of Time statue in Che Lost Souls Nirvana area (the area after Ree 
to Despair). 


an be quite hard to 





an soar well 


ante’s Devil’s Arms. Head up the 


rd the “foot”. 


In the God-cube room, move to Che side and dir-Hike onto the cube that moves along the curved wm 
while Fi aver. Press @ to switch to Nevan while staying on Cop OF the cube. Wall Jump Upear 
From this cube, then Wall Hike straight up. While Wall Hiking, Devil Trigger. When Dante leaps OFF th 
Wall, hold co and press ¢ to Air Raid. Glide across the room to the mid-level balcony, press [8] te tae 

















side of the foot 
» obtain Red 
lump onto the foot itself and move to 


a* the left sid ere a platform holds two Red 

















yrbs. Inspect. the p set on the side of 











tthe heel to find Secret Mission 


finished:here, jump through the 


T0 the side of the mid-level Nalcony, @ cube moves in and out oF the wall. Jump onto the cube as 

Hatends. 0 Fast moving cube that does not Flip over travels in Figure-eight pattern just above. fir Hite 
il) je. While riding the Fast cube, equip Nevan and get ready For another crazy meme 
en the § toward the wall, jump toward the wall, Wall Jump upward, then Wall Hike up te 
Wall. Devil Trigger white Wall Hiking, then Gir Naid the instant Dante leaps From the wall. Now quickie 
Hide over to the top platform and collect that Blue Orb Fragment! This tactic may sound crazy, but it 

actually the easiest one that works. Mastering this diFFicult Secret Mission certainly requires practiee 
i your part. 





* mirror in front of the foot. 

















































Examining the monolith closely, you can 


see that lines run throngh the center of,. 





the overall circle. ‘Therefore, youscan re~ 


‘ fight merely three bosses (Cerberus, Agni 
This area is designed after the surrealist work of the famous artist, M.C. Escher. Although balay ail Dita re ae Fe 


. ‘ z 2 5 4 : & Rudra, Beowulf) to create the exit and 
it may look like you will not be able to continue if you run to the top of certain staircases, "s 


: f roceed. However, if you examine all of the 
Dante changes direction of travel automatically, so that all stairs can be crossed. Although there th 


9 ‘ tombstones around the area and defeat all E> 
are four Green Orbs in the area, avoid consuming any of them until you are engaged in the BIOGRAPHIES 


5 cae ; 3 bosses over again, a Blue Orb Fragment 
objective at hand: fighting all the previous boss enemies over again. ap 


drops from the monolith! 


At the back of the area is a large monolith with many colored gems and an inscription. Situated 
around the area are several tombstones marked with the image of the boss enemies you've 
defeated, and similarly-colored — stones. 
nlike 


version of the boss fight. Defeat the enemy 


Examine a tombstone to enter a dre: 





again to illuminate one of the gems on the 
monolith, Between battles, use the Green 
Orbs in the area to regain lost health. When 
enough gems have been lit to make a circle 
on) the monolith, the exit mirror appears. Tombstone Links 


—Jumping through the exit mirror completes 


the mission. 
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Sets of Abyss appear in the room, but they are invulnerable to direct 
attack. One of'the mirrors in the room can be shattered to destroy all of 


the creatures. Attack the mirror in which the image is color saturated 





and warped. The 
target mirror 
may change to 
another mirror 
in the room, so 
relocate and 
attack the new 


mirror, 















































If you need to get away from the Aby: 





small ledges at the tops of the columns between the mirrors. Continue attacking the active mirror 


until it shatters, eliminating the entire enemy group. Do this twice and the exit shall be revealed. 





Defeat the enemy set before the sand in the central hourglass runs out, or Dante experiences a 


time-setback and the enemy set must be defeated all over again. 





to use a Vital Star or Devil Star for instance, jump up to the 














Uponsuccessfullydefeatingthe Abyssmonsters 
within the time limit, a platform extends to the,. 
central device. Take the Samsara-from the 


pedestal to reveal the entrance, 











‘The mirror teleports Dante back to Lost Souls 
Nirvana. Allofthe Green Orbs have reappeared, 
so run around and collect them again. Use the 


God of Time statue to upgrade weapons and to 


buy Purple Orbs and Blue Orbs, 





Walk through the mirrors back to the Room 
of Fallen Ones. Jump through the mirron 
this time landing in the Nirvana of Illusions. 


Examine the golden goddess statue on the 





wall across from the mirror. Dante uses the 





Samsara to change the destination of the 
mirror. Go back through the mirror for the 


final time. 
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Spioéed up the path and use the God of ‘Time statue to upgrade Dante’s 
She te. “Jife’ gauge and Devil Trigger gauge as high as you can afford. Upgrade 
tyl 





to Swordmaster 





guns to do the maximum damage. Change your 





and equip Rebellion or Agni & Rudra, with the Air Hike ability active. 
Equip the Kalina Ann and good old Ebony & Ivory. This is it, the title 
bout! Head through the door to confront your main foes. 


fikham transforms into a pusillanimous, malformed blob of chaos and anarchy. 





Th his gelatinous state, Arkham can instantly create an arm or tendril and bash 





Dante aside with 





Therefore, the best way to attack Arkham, without taking too 
much damage, is to jump toward the upper portion and begin a full aerial combo 
with Rebellion or Agni & Rudra. Continue jumping toward his head and attacking 


in the air, 




















Arkham — retreats 





O 


and dispatches the dolphin-like 





casionally 


monsters called Arkham’s Legions 


to attack Dante. As these creatures cluster around Dante, use the Kalina Ann to 





blow away large numbers of them. Jump to a new location, let the dolphin monster 


cluster 





round, and fire another rockets Repeat this until Arkham's Legions are 


destroyed and Arkham returns to the battlefield. 







Repeat the process of performing aerial combos to the upper portion of Arkham 





followed by elimination of Arkham’s Legions until half of his life gauge is 





depleted. After a short scene, Vergil joins the battle, but on Dante’s side! Vergil 
mimics Dante’s movements and attacks. If ever Vergil becomes sidetracked by 
Arkham’s Legions or his deep thoughts. press @ to call upon Vergil to attack the 
same target. Dante cannot perform style moves while Vergil is on the battlefield. 
Tf another player is available, plug a second controller into the PlayStation2 and 


press START. The second player can control Vergil! 


Since Dante cannot perform full 








aerial combos or Devil ‘Trigger 
while Vergil is present, just jump 


up to Arkham’s upper body and press ® to perform a single attack. Maneuver to 





ich time you jump, so that he is less likely to swat away Dante. | 


tive in the battle. Use the Kalina Ann to blow 





Press © often to keep Vergil 
away clusters of Arkham’s Legions, and keep pouring on the pain until Arkham 


dissolves! 









































Armed with the sword of Sparda, Vergil is three times as diffieull to take down as he was in any of the previous battles. He can 





Devil Trigger and remain in hyper drive state for several moments. But the strategy for fighting him remains the same as ever. Dodge 
his attacks by jumping away, but not too far away, Attack immediately afler Vergil finishes trying to attack. Once your blows make 
Vergil stagger, continue chaining 
together combo attacks and take down 
When 


ss stay away from 


as much of his life as you ca 








Vergil Devil 





him, Once his Devil Trigger state 


elap: dodge his next attack and 





Devil Trigger yourself, then take down 


as much of his life as you can. 





When Vergil’s life gauge is reduced by half, he utters something like “You're going 
down” and becomes engulfed ina blue glow. Vergil seems to reach a level beyond Devil 
‘Trigger, where he becomes able to Dash and perforin Stinger attacks simultaneously, 
He also begins a multi=projection attacks all-around Dante, which looks like dark 
blue orbs appearing onscreen simultaneously. Avoid these blitz attacks by Devil 
‘Triggering yourself and running far away from him until his state subsides and he 
relumns to normal. He should be off-guard immediately after these attacks, so try to 


gel near him and sitike u good combo on him before he Devil Triggers again, 


Inthe last halfoPthe battlé, Vergil becomes able to Devil Trigge 





ich more frequently 
than before. He may also émit purple glow, after which he begins performing 


tepeated Helm Breaker aitacks, appearing out of nowhere from over Dante's head. 







aio 
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RHE DEVIL'S 


These can be easily avoid just by continuously moving around without stopping. 








Patience and skillful avoidance of attacks is the key to surviving this final 






confrontation, Although you may not be able to take much life off of Vergil at one 






time; the key is to avoid taking too much damage from his attac 





Take all the time 





in the world to fight Vergil, because this is the last battle in the game! 
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after completing a game. 


GOLLERY Unlocked 
TOTOL RANKING Unlocked 


Easy Mode screen unlocked in “Clear 
bonus art” 


“Crazy Gameplay video" added to 
Gallery 


Costume: Shirtless Dante 


GOLLERY Unlocked 
TOTML RANKING Untocked 


“Eoncept art” Unlocked, all pictures 
visible 

flormal Mode screen unlocked in “Clear 
bonus art” 


“Crazy Gameplay video" added to 
Gallery 


“£3 Dromotional Video” added to 
Gallery 


Hard Mode duailable 
Costume: shirtless Dante 
Costume: Devil May Cry Dante 


Hormal Mode $ Rank Clear screen 
unlocked in “Clear bonus art” 








attired differently when Dante wea 


THE DEVIL'S SECRETS 


Do not read this chapter until the game is cleared. ‘This chapter contains spoiler material that could ruin the experience of unlocking 


present this information is in concise lists based on the mode cleared. 



















MODE: 
SS)RANK 


Normal Mode perfect Rank Clear screen 
Unlocked in “Clear bonus art” 


“UG art” Unlocked, all pictures visible 


“yazuma Haneko's illustrations” 
Unlocked, all pictures visible 


Hard Mode screen unlocked in “Clear 
bonus art” 


“Video storyboard” added to Gallery 


“Motion capture video” added to 
Gallery 


Costume: Devil May Cry Shirtless 
Dante, Lady alternate costume 


Dante Must Die! Mode duailable 


HARD MODE WITHS: 
N ALTMISSIONS: 


Hard Mode $ Rank Clear screen 
Unlocked in “Clear bonus art” 








bonuses and secrets on your own, There are so many extras to unlock in Devil May Cry 3: Dante’ Awakening, that the best way to 


To unlock bonus costumes for the characters, clear the modes listed as follows. If an alternate costume for Lady is noted, she will be 
s the specified costume during a mission. ‘To change costumes, press @ or @ to cycle through 


available costumes in the Mission Select screen. Gallery and Total Ranking screens are also viewable in the Mission Select screen 





Hard Mode Derfect Rank Clear screen 
Unlocked in “Clear bonus art” 


Nine 


Dante Must Die! Mode screen unlocked 
in “Clear bonus art” 


Costume: Super Dante, Lady alternate 
costume 


Hy Heaven or vell mode tuailable 


MUST DIED 





| MODE WITH S RANKIN ALL 
MsI0 ns , 


Dante Must bie! Mode § Rank Clear 
screen Unlocked in “Clear bonus art 





ECT (SS)RANK TN ALL 
ONS” 
Dante Must Die! Mode DerFect Rank 


Clear screen unlocked in “Clear bonus 
art” 





To view the Uergil Special Ending, you must Hill 100 enemies during the credits at the end oF Che 
game. The 100" enemy is a Hell-Uanguard, so good luck! 
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Dante followed in his father’s footsteps and works to help humanity 








battle the demons from the unholy world. Vergil, consumed by power, 
“Ws in Teague with his father’s demonic kin. When Vergil appears on 
Dante’s doorstep, the party begins! Dante must battle through swarms 
of demons to meet his brother in combat, and everything you need to 
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Each mission starts with a 


% recommended Style and 





ment selection. Once the 





starts, maps show you the 









of the maiz 





this adventure! 
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